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THE FAR CRY 2 
MAP EDITOR 


break out all around you. One squad tries to push 

through to the contested center of the battlefield, 
while a defending squad tries valiantly to flank the enemy on 
either side. Off into the distance, you can just make out a 
jeep, fully loaded with soldiers, rushing in to join the fight. 
On the tops of buildings, snipers are surveying the road inter- 
sections below, searching for hostiles attempting to infiltrate 
the base under the cover of early evening. You step back and 
proudly survey the battlefield before you—for every hill, 
ditch, and meandering waterway, and every building, road, 
and fence line is your creation, purposefully chosen and 
perfectly positioned on the map in order to elicit just such an 
intense and competitive multiplayer gaming experience... 


T battle before you rages on. Deadly skirmishes 
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Welcome to the official Far Cry® 2 map editing guide. This first chapter in- 
troduces you to the powerful and user-friendly multiplayer map editor that 
ships with the PC, PlayStation® 3, and Xbox 360® editions of Far Cry 2. The 
chapters that follow go beyond the basics to look more closely at how game 
design theory, physical geography, urban planning, and other professional 
disciplines can help you take your map design efforts to the next level. Since 
Far Cry 2 is a first-person shooter (FPS), this book also draws directly from 
the scholarly fields of military science and military geography. After all, most 
of the Far Cry 2 maps you will create are destined to be battlefields upon 
which virtual wars are fought, won, and lost. 


In this chapter: 
> Far Cry 2 
> Far Cry 2 Multiplayer 
> The Multiplayer Modes 
> The Weapons 
> The Soldier Classes 
> The Map Editor 
> Creating a New Wilderness 
> The User Interface 
> The Map Editor Menu 
> Navigating the Map 
> Testing the Map 
> Using the Toolbox Radial Menu Dial 
> Sculpting the Terrain 
> Texturing the Terrain 
> Adding Vegetation and Rocks 
> Adding and Modifying Roads 
> Adding and Editing Objects 
> Preparing a Map for Online Play 
>» Downloading and Editing Existing Maps 


> Summary 
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FAR CRY 2 


Released to very positive reviews in late October, 2008, Far Cry 2 is an 
open-world first-person shooter for the PC, PlayStation 3, and Xbox 360. 
Set in a make-believe present-day Africa, the game features an extensive 
single-player campaign as well as full multiplayer support (including 
deathmatch, team deathmatch, capture the flag, and territory battles). 


Far Cry 2 is the follow up game to the breakout 2004 PC hit, Far Cry. 
The Xbox and Xbox 360 versions of the original Far Cry game were 
among the first console games to ship with a full-featured map editor. 
Far Cry Instincts and Far Cry Instincts Predator spawned a dedicated 
Far Cry map-making community, dedicated Far Cry map-making web- 
sites (e.g., FCMaps.net), and several Far Cry map-making competitions 
(e.g., at TeamXbox.com). 


The original Far Cry game was set in a tropical jungle. For the Far Cry 2 
follow up, the game developers at Ubisoft Montreal decided on a com- 
pletely new setting for the game—the dunes, oases, savannahs, and jun- 
gles of Africa, as shown in Figure 1.1. The African wilderness provided 
the Far Cry 2 development team with a unique and memorable setting 
that had yet to be fully explored in a first-person action game. 


As unique as the African setting is to Far Cry 2, it is the intuitive multi- 
player map editor that ships with all three editions of the game that is 
the among Far Cry 2’s most celebrated features. Instead of slaving over 
the hard-to-use (and, very often, poorly tested and/or feature incom- 
plete) modding tools that are typically released alongside (or some time 
after) most other shooters, PC gamers can instead take full advantage 
of a very user-friendly map editor that is feature complete, well tested, 
and easy to use. And, for the first time (well, for the first time since the 
original Far Cry console games), PlayStation 3 and Xbox 360 gamers 
can create full-fledged maps, all from the comfort of their couches—a 
bag of potato chips in one hand, a gamepad in the other. 
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FIGURE 1.1 In the single-player campaign, Far Cry 2 players can freely 
roam 50-square kilometers of African wilderness. 


Far Cry 2 MULTIPLAYER 


In addition to an engaging open-world single-player experience, Far 
Cry 2 features a robust multiplayer experience for which custom 
player-created maps can be created using the included map editor. Be- 
fore diving into the map editor itself, it is important that you first have 
a solid understanding of how Far Cry 2 multiplayer works. With this 
knowledge, you can leverage the map editor's feature set to the max to 
create compelling maps that take full advantage of each of the four 
multiplayer modes. The following discussion outlines the two match 
types that Far Cry 2 supports (ranked and player), the available options 
for hosting custom matches, and the four multiplayer modes. 
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Multiplayer Match Types 


There are two types of matches in Far Cry 2: ranked and player. Basically, 
Ubisoft has created a multiplayer experience that encourages gamers to 
play both ranked matches (in order to rank up over successive gaming 
sessions) and player-created matches (in order to compete on player- 
created maps). 


Ranked matches can only host the 14 Ubisoft-created maps that ship 
with the game, as well as any future official maps that Ubisoft releases 
(e.g., those included with the “Fortune Pack” downloadable content for 
all three editions of Far Cry 2). The primary advantage of ranked matches 
is that each gamer’s stats and rank are persistent between matches (i.e., 
they are saved following each gaming session). This allows gamers to 
rank up over several days, weeks, and months. The primary disadvantage 
of ranked matches—especially for map makers—is that a ranked match 
cannot host player-created maps designed and uploaded by the map- 
making community. This is because Ubisoft needs to ensure balanced 
gameplay for ranked matches in order to preserve the integrity of the 
leaderboards that track the statistics for players around the world. 


a | 1 li 
mer aS eae 


As of this writing, Ubisoft is planning to release a patch for Far Cry 2 
that will allow gamers to compete on specific player-created maps 
(chosen by Ubisoft) during ranked matches. This patch will also 
allow players to choose their starting rank. 


ne ae — 


As compelling as ranked matches are, most Far Cry 2 map makers (as 
well as gamers who wish to compete on player-created maps) will in- 
stead favor the player match type. For map makers, this is clearly where 
the action is. Player matches are also where gamers will discover all of the 
creative and cutting-edge maps designed and uploaded by the Far Cry 2 
map-making community. Keep in mind, however, that a gamer’s accom- 
plishments in player matches are not persistent (i.e., stats are not saved 
between gaming sessions). In other words, once a player disconnects 
from a player match, any ranks and upgrades he or she has achieved 
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will be lost. However, during a player match, gamers do rank up much 
more quickly than they do in ranked matches. In fact, after a few 
rounds in a player match, it is very likely that players will have un- 
locked a good selection of the advanced weaponry available to each sol- 
dier class. More on this later in the chapter. 


Tip 


Many hardcore gamers who favor player matches will do their utmost 
to rank up quickly in a player match in order to unlock and gain ac- 
cess to the advanced weaponry in the game. Playing a few rounds of 
Deathmatch on a series of small-scale arena maps, in which the action 
is fast and furious, can help players quickly achieve this goal. Consider 
designing a series of small-scale arena maps that are then “marketed” 
to gamers as ideal maps for quickly ranking up at the start of a player 
match. You may even wish to include the phrase “RankUp” in the 
names of such maps in order to tag them for players. 


Creating a Custom Match 


Although a player can quickly join a ranked or player match, many 
map makers will want to host the maps they’ve designed by creating a 
custom match experience specifically tailored to their maps. To create a 
custom player match, navigate to the Multiplayer > Player Match > 
Create Player Match screen. The following parameters can be set for 
custom player matches. (These parameters can also be changed mid- 
match, in between rounds.) 


This section was written with reference to the Xbox 360 edition of Far 
Cry 2. Creating a custom match in the PC and PlayStation 3 versions 
of Far Cry 2 is quite similar. 


? 


Chapter 1 The Far Cry 2 Map Editor 7 


Game Mode: Choose one of four game modes: Deathmatch, Team 
Deathmatch, Capture the Diamond, or Uprising. Each is discussed in 
greater detail in the next section. 


Recommendation: Consider the design of the maps you are hosting and 
then pick the most appropriate game mode for that set of maps. Also, 
keep in mind that Deathmatch and Team Deathmatch are among the 
most popular multiplayer game modes (regardless of the action game), 
in large part because of their familiarity to gamers and also because 
their gameplay rules and objectives are so simple. 


Map Cycle: Choose and order the maps you wish to host. This list can 
include a combination of Ubisoft-created and player-created maps. 
You can also repeat the play of one or more maps (by listing it more 
than once). Use the Filter Source option to show all of the available 
maps (All) or only those maps created by Ubisoft (Retail), created by you 
(My Maps), or that you have downloaded to your system (Downloaded). 


Recommendation: To vary the gameplay, feature a combination of 
maps. Include a few Ubisoft-created maps, a few of your own maps, plus 
some of your favorite downloaded maps designed by others. Also, con- 
sider repeating the play of player-created maps. On first play, many 
players are just getting used to the map. On second play, because of their 
growing familiarity with the map, they can begin to take tactical advan- 
tage of the map’s design. 


» — —— * — ~~ 
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If you are hosting player-created maps, be sure to enable the Map 
Sharing option (under Advanced Options) in order to permit other 
players to download the player-created maps you are hosting. 
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Maximum Players: Choose the maximum number players (between 2 
and 16) for the match. 


Recommendation: Consider the design of the maps you are hosting and 
then pick the most appropriate maximum number of players for the 
match. For example, it may be appropriate to lower this setting for 
smaller maps, such as arena and skirmish maps. Likewise, if you wish to 
create a one-on-one sniper match, lowering this setting to two would 
be appropriate. 


Private Slot: Change this setting to reserve one or more slots for invited 
players (e.g., gamers who are listed on your Xbox 360 friends list). 


Tip 


While map making is in itself a very rewarding experience, the some- 
times seemingly eternal wait for gamers to join a custom player 
match in which your maps are featured can be frustrating. Why not 
team up with a group of Far Cry 2 map makers for a weekly round of 
multiplayer gaming in which the custom maps designed by each 
member of the group are featured? On the Xbox 360, add other map 
makers to your friends list and then invite them to join the custom 
player matches you host. Or join a player match being hosted by an- 
other map maker on your friends list. 


Friendly Fire: For Team Deathmatch, Capture the Diamond, and 
Uprising matches, toggle this option to control whether teammates can 
be injured and killed by friendly fire. Disable this option to disallow 
team kills. 


Balance Teams: For Team Deathmatch, Capture the Diamond, and 
Uprising matches, toggle this option to control whether the two teams 
are balanced in terms of the number of players on each side. 
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Recommendation: Unless a map is purposefully designed to support 
asymmetrical gameplay (where each team has access to different assets, 
but you have balanced the degree of difficulty for each team), it is best 
to keep this setting enabled. 


Score Limit: For Deathmatch, Team Deathmatch, and Capture the 
Diamond maps, set the score that must be reached (assuming the time 
limit has not expired) before the match ends. 


Recommendation: Lower this setting to speed up the cycling of maps. 


Time Limit: Set the time limit for matches. 


Recommendation: For matches with high score limits, specify a reason- 
able time limit in order to ensure that rounds do not last too long. 


Weather Type: Customize the weather conditions for the match. Options 
include a map’s default settings, as well as Clear, Windy, Overcast, 
Stormy, Dynamic, and Varied. 


Recommendation: Consider honoring the weather setting defaults spec- 
ified by a map’s designer. To create a match where inclement weather is 
a challenging gameplay factor, choose the Windy or Stormy settings. 


Time of Day: Customize the time at which the match begins. Options 
include a map’s default setting, as well as Dawn, Midday, Dusk, Night, 
and Random. 


The Weather and Time of Day settings can be effectively used to 
transform a familiar map into a dramatically different gameplay 
experience. Playing a familiar map on a clear day at dawn is a far 
different gameplay experience than playing the same map during a 
storm at night. 
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Advanced Options: Choose this option to navigate to a submenu 
where you can set a number of advancéd options related to the hosting 
server, in-game match joining, and voting, etc. Enabling the Map Shar- 
ing option is absolutely crucial if you wish to allow other gamers to 
download the player-created maps you are hosting. 


THE MULTIPLAYER MODES 


Far Cry 2 features four competitive multiplayer modes. They include 
the familiar Deathmatch and Team Deathmatch modes, plus a varia- 
tion on capture the flag called Capture the Diamond, and a territory- 
based mode called Uprising. It is absolutely critical that you have a 
sound understanding of each multiplayer mode if you are to create 
compelling maps that leverage the full spectrum of multiplayer game- 
play possibilities in Far Cry 2. 


Deathmatch 
Primary Objective: Frag every other player. 


The Far Cry 2 Manual describes the requisite Deathmatch mode as 
follows: 


“In this free-for-all battle you must eliminate enemies to 
score. The first mercenary to reach the score limit, or the one 
with the highest score at the end of the game, is the winner. 
Show no mercy and watch your back!” (p. 13) 


Deathmatch is the only non-team-based mode. It is literally every 
player for him or herself, so team tactics and working together do not 
figure as gameplay strategies. Each player must depend solely on one’s 
own fighting skill. It is also up to each player to know the layout of the 
map and where the best ambush and sniping positions are. The two 
basic rules of thumb for Deathmatch games are: 1) You are on your 
own; and 2) Fire at anything that moves. 
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From a map designer's perspective, Deathmatch is probably the easiest 
of the four game modes to design for. In large part, this is because there 
is little need to balance a map, since each player has equal chance of 
spawning (i.e., appearing in the game) at each of the Deathmatch 
spawn points positioned on the map. Also, there are no team bases in a 
Deathmatch game, so it is not necessary to differentiate between two 
geographic sides in a conflict. 


Nevertheless, it is critical that the spawn points for a Deathmatch map 
be well chosen. In the worst-case scenario, all of the spawn points on a 
map will be bunched up together, meaning that a player who spawns 
has little, if any, chance of orienting him or herself to the map before 
being fragged (i.e., killed) by another player. Spawn points on Death- 
match maps should be spaced widely apart. Ideally, they should also be 
positioned at or very near cover positions (e.g., behind walls or inside 
buildings). Although you must specify a minimum of 16 spawn points, 
it is always wise, on all but the smallest maps, to specify more than 16 
spawn points, up to a maximum of 64. 


Deathmatch maps have the following validation rules: 
> At least 16 spawn points 


> A maximum of 64 spawn points 


The following validation rules also apply: 
> A maximum of 10 ammo piles 
> A maximum of 6 vehicles 
> A maximum of 16 physics objects 


> Between 2 and 64 spectator cameras 


Map validation is discussed later in this chapter. Chapter 5 lists all of 
the objects, including ammo piles, vehicles, physic objects, and spec- 
tator cameras that can be added to a Far Cry 2 map. 


eer A 
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Team Deathmatch 


Primary Objective: Frag the players on the opposing team. 


The Far Cry 2 Manual describes the team-based version of Deathmatch 
as follows: 


“Eliminate members of the opposing team to score. The first 
team to reach the score limit, or the one with the highest score 
at the end of the game, wins. Cooperation is the key—revive 
downed teammates to remove a point from the enemies’ 
score!” (p. 13) 


Team Deathmatch combines the simple rules of play that make regular 
Deathmatch so popular (i.e., kill every enemy you see) with team play 
tactics that encourage players to work together in an effort to take 
down the enemy. One effective Team Deathmatch strategy is to work in 
“teams of two.” Two players travel together on the battlefield, support- 
ing and backing up each other. For example, one teammate might 
provide cover fire as another teammate moves through an unprotected 
area to a new cover position. Alternatively, one teammate might 
attempt to “draw out” the enemy from cover, knowing full well that a 
teammate is perfectly positioned to take out the enemy, once the 
enemy has left the protection of cover. 


Note 


The three team-based modes (Team Deathmatch, Capture the Diamond, 
and Uprising) all feature a team revive mechanic in which a teammate 
can revive a fallen comrade. The team revive mechanic kicks in when a 
player has been critically injured and their health bar is entirely depleted. 
Instead of dying immediately, the injured player remains immobilized 
on the ground for a few seconds. During this time, there is a window of 
opportunity for a teammate to approach the injured player and revive 
him or her (by interacting with the body). However, during this same 
time period, an enemy can inflict a fatal shot into the fallen player, im- 
mediately ending any chance of a team revive. 
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From a map designer’s perspective, the basic rules of thumb for posi- 
tioning spawn points (described above for Deathmatch maps) con- 
tinue to apply. However, since Team Deathmatch is a team-based 
multiplayer mode, it is advisable to cluster the spawn points for the 
same team close together in groups of two, three, or four. This can go a 
long way in promoting team tactics. (However, be wary of clustering 
all of the spawn points for a team in the same vicinity, lest the players all 
be ambushed by spawn campers on the opposing team.) As you design 
a Team Deathmatch map, consider the three or four best spawn areas 
for each side in a conflict, where small clusters of spawn points can ide- 
ally be positioned. 


Team Deathmatch maps have the following validation rules: 
> At least 8 spawn points for each team 
> A maximum of 64 spawn points for each team 


> A team base for each side (i.e., an APR base and a UFLL base) 


The following validation rules also apply: 
> A maximum of 10 ammo piles 
> A maximum of 6 vehicles 
> A maximum of 16 physics objects 


> Between 2 and 64 spectator cameras 


Capture the Diamond 


Primary Objective: Steal the enemy diamonds and return them to your 
diamond station, while defending your own team’s diamonds. 


The Far Cry 2 Manual describes this variation on capture the flag as 
follows: 


“Each team has a diamond canister at its base. Capture the 
enemy diamonds and return them to your base. Your dia- 
monds must be present to score. The first team to reach the 


14 


From Gamer to Game Designer: The Official Far Cry 2 Map Editing Guide 


score limit, or the one with the most points when the match 
ends, wins. Stolen diamond canistérs will emit security smoke 
—green for your team, red for your enemies. If you eliminate 
an enemy and they drop your diamonds, touch the canister 
to automatically return it to your base. If your teammate 
drops the enemy diamonds, touch the canister to pick them 
up and continue the heist!” (p. 13) 


Capture the Diamond matches draw their gameplay rules from the 
classic game of capture the flag, which has been emulated by many an 
FPS. Unlike the Deathmatch and Team Deathmatch modes, fragging 
the enemy is not the primary objective (although players still get points 
for doing so). Rather, a whole slew of tactics, centered on pushing 
further into enemy territory and infiltrating their team base in order to 
retrieve their diamonds, while all along protecting your own diamonds 


from being stolen, come into play. 


To win a Capture the Diamond match, it is necessary to employ both 
offensive and defensive strategies. Assigning two or three of the eight 
players on a team to defend the team’s diamonds, while the rest of the 
team works together (or in two squads) to capture the enemy’s dia- 
monds is an effective strategy. On their way to retrieve the enemy 
team’s diamonds, players who are on the offensive should use evasion 
tactics wherever possible in order to slip by the enemy undetected. 
Players who are defending their team’s diamonds should employ 


perimeter security techniques (discussed in Chapter 6). 
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Q Booby traps, such as a guerrilla or saboteur’s improvised explosive 


devices (IEDs) can be effectively employed to defend a team’s dia- 
monds. Forward observers who hide out in enemy territory, near the 
location of the enemy’s diamonds, can quickly “re-grab” the oppos- 
ing team’s diamonds after their own team has scored a point and the 


enemy's diamonds have respawned. 
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From a map designer’s perspective, the positioning of each team’s dia- 
mond station is of paramount importance. A diamond station should 
be protected (and possibly hidden from view), but not made overly 
inaccessible to the enemy. Locating a diamond station inside a small hut 
is a common design choice. Locating a diamond station on the upper 
floor of a small nondescript room, deep inside a large multi-story 
building, changes the gameplay experience considerably, likely resulting 
in pitched interior battles, as the opposing team pushes its way ever 
deeper into the building. 


Tip 


A player carrying the enemy’s diamonds emits a steady stream of col- 

9 ored smoke from his or her back. Although this smoke rises high into 
the sky on outdoor maps, map designers who wish to offer diamond 
carriers at least a degree of protection can purposefully sculpt deeply 
creviced pathways between high mountaintop summits as natural 
pathways that diamond carriers can choose to follow to evade detec- 
tion by the enemy. 


Capture the Diamond maps have the following validation rules: 
> At least 8 spawn points for each team 
> A maximum of 64 spawn points for each team 
> A team base for each side (i.e., an APR base and a UFLL base) 


> A diamond station for each team 


The diamond stations on many Capture the Diamond maps are 
2 located at or near team bases, but that need not be the case. Diamond 


stations can, in fact, be located some distance away from team bases. 
Experiment with the location of diamond stations. 
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The following validation rules also apply: 
> A maximum of 10 ammo piles | 
> A maximum of 6 vehicles 
> A maximum of 16 physics objects 


> Between 2 and 64 spectator cameras 


Uprising 


Primary Objective: Protect the team captain while he or she captures 
the three control points. Then frag the opposing team’s captain. 


The Far Cry 2 Manual describes this territory-based mode as follows: 


“Two teams battle to control key strategic points on the map. 
The Captain is the only member of the team that can capture 
control points by occupying them for 20 seconds. Once a team 
has captured all the control points they must eliminate the 
opposing Captain to win the match. A team can also win by 
having more control points than the enemy by the end of the 
match.” (p. 13) 


Far Cry 2’s Uprising mode is arguably the most complex of the four 
multiplayer game modes for these reasons: 


> At any given time, the fight on an Uprising map may be raging 
on up to three distinct areas of the battlefield (i.e., each of the 
three control points). Uncaptured control points need to be cap- 
tured and secured. Captured control points need to be defended 
by one team and recaptured by the other team. While one team is 
making their way to one control point, the opposing team may 
well be making their way to another control point. 


> Only the designated player on each team (the captain) can capture 
a control point. (The captain must stand near a control point for 
20 seconds to capture it.) The other players on a team essentially 
serve in a support role, often protecting and escorting the captain 
to an uncaptured control point or defending an already-captured 
control point. 
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> Once the first primary objective has been achieved (i.e., a team has 
captured all three control points), a second primary objective 
comes into effect (i.e., assassinating the opposing team’s captain). 


The Far Cry 2 Official Game Guide offers the following tactical advice 
for Uprising maps: 


“Consider breaking your team into four squads, each with its 
own responsibilities: an attack squad, an escort squad, and two 
defense squads. The attack squad is responsible for clearing 
the area around a control point before the captain (in the es- 
cort squad) arrives. These two squads must work together, 
but the escort squad should hold back and let the attack 
squad do the bulk of the dirty work and only move in for the 
capture once a control point is secure. Meanwhile, it’s the job 
of the defense squads to bring up the rear and defend the 
control points once they're captured and the attack and escort 
squads have moved on to the next control point. Once all 
three control points are captured, keep the escort squad at 
the most recently captured control point to defend it while the 
attack squad hunts down the enemy captain.” (p. 189) 


From a map designer’s perspective, the location of the three control 
points is of paramount importance. However, there are no hard and 
fast rules of thumb for where the control points should be positioned 
ona map. That said, it is important for a map’s topography to be taken 
into account when positioning the control points (e.g., a control point 
located at the top of a mountain needs to be reachable by players). So 
too, it is important to take into consideration the location of the three 
control points relative to each other and to the two team bases and 
spawn points. Below are three scenarios to consider: 


> The bases for each team are positioned on opposite sides of the 
map. A control point is positioned close to each team base. The third 
control point is positioned at the very center point of the map. 
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Anticipated gameplay: The two teams quickly secure the control 
points nearest to them and theri rush to the center to secure the 
hotly contested third control point. 


> The bases for each team are positioned moderately close to one 
another near the center of the map. The three control points are 
positioned around the periphery of the map, on opposite sides. 
Anticipated gameplay: The two teams rush to either the same or 
different control points. Much of the fighting also takes place in 
the interior of the map (near the two team bases) as each side 
attempts to cut off the opposing team’s access to the outskirts of 
the map. 


> The three control points are located in close proximity to one 
another, in effect turning the Uprising battle into a fight over a 
“single” control point. Anticipated gameplay: The two teams rush 
to the control point cluster where the fighting is fast and furious 
and the stakes have never been higher. 


Brainstorm a fourth Uprising scenario in which the placement of the 
three control points relative to each other and the two team bases 
impacts directly on the anticipated gameplay. For example, consider 
an island scenario in which the three control points are located on 
different islands, only accessible by boat. y& 


Uprising maps have the following validation rules: 
> At least 8 spawn points for each team 
> A maximum of 64 spawn points for each team 
> A team base for each side (i.e., an APR base and a UFLL base) 


> Three capture points (Capture Point A, Capture Point B, and 
Capture Point C) 
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The following validation rules also apply: 
> A maximum of 10 ammo piles 
> A maximum of 6 vehicles 
> A maximum of 16 physics objects 


> Between 2 and 64 spectator cameras 


THE WEAPONS 


Multiplayer battles are much more rewarding when there is a wide 
assortment of weapons from which to choose. Far Cry 2 features an 
excellent selection of handheld weapons (as well as emplaced and 
vehicle-mounted weapons as discussed in Chapter 5). When loading 
out (equipping oneself with weapons) at the outset of a multiplayer 
round (or prior to respawning), each player chooses a soldier class 
(discussed in the next section). Each soldier class boasts a particular 
weapons specialty. All players are equipped with a machete. Players also 
choose a primary weapon, a secondary weapon, and an additional 
weapon to carry into battle. Map makers can design their maps for 
generic weapons play, regardless of a player’s choice of weaponry, or they 
can instead choose to tailor a map to a particular soldier class and/or 
weapons type. 


Close-Quarter Weapons 


The close-quarter weapons in Far Cry 2 include the machete, pistol, 
and shotgun. The machete is essentially a weapon of last resort (e.g., 
when all out of ammo), as it is only useful against opponents who are 
standing literally an arm’s-length away. That said, the machete can also 
be used to make silent stealth kills (e.g., after sneaking up on an oppo- 
nent whose back is turned). 
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The pistol comes in a number of varieties, including the traditional low 
stopping-power side arm, but also the flare pistol (for signaling for help 
and setting the brush and opponents on fire) and the silenced Makarov 
6P9 pistol (fitted with a sound suppressor, perfect for covert operations). 


The shotguns in Far Cry 2 are available in both manual reloading and 
semi-automatic varieties. Shotguns offer solid stopping power at close 
range, but they are not very useful at long range. 


With reference to the shotgun example that follows, write out a 
“Weapons Analysis” for one of Far Cry 2’s other handheld weapons: 


The shotgun is a high-powered close-range weapon ideal for close- 
quarter combat in tight spaces. A single shotgun blast fires a series of 
projectiles over a short distance, thus making the shotgun a good choice 
of weapon for navigating interior spaces, such as rooms and corri- 
dors, where an enemy might be lying in wait around the next corner. 
A single, accurate, close-up shotgun blast to the head can result in an 
immediate frag. Yet shotguns are wildly inaccurate and ineffective over 
longer distances, making them a poor choice for a primary weapon in 
wide-open spaces. Shotguns also hold limited rounds of ammunition 
before they need to be reloaded. Their reload times can also be quite 
long as each shell needs to be loaded one at a time. Pros: Excellent 
stopping power at close range; one shot, one kill potential; widespread 
damage reduces the need for accurate aim. Cons: Holds limited 
rounds; ineffective at medium and long ranges; long reload times. g& 


Assault Weapons 


Due to their dependability in virtually any wargame context, assault 
weapons are a staple of first-person shooters. No surprise, then, that 
Far Cry 2 features a wide assortment of assault weapons to choose 
from, including several assault rifles, light and heavy machine guns, 
and submachine guns (SMGs). 
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For each of the rifles, machine guns, shotguns, and pistols you carry 
in Far Cry 2, research the following: 


> The weapon’s ammo capacity, including the number of clips 
you can carry at any one time and the number of rounds each 
clip holds; 


> The firing rate of the gun (i.e., the time between shots); 
> The reload time between clips; 

> The amount of damage that is inflicted by a single shot; 
> The range and accuracy of the weapon; and 


> The location of nearby ammo stockpiles for restocking. & 


Long-Range Weapons 


The sniper rifle is by far the most well-known (and ever popular) long- 
range weapon in tactical wargames, including Far Cry 2. Virtually useless 
in close combat situations, the sniper rifle can dominate long-distance 
battles, as well-concealed snipers pick off their enemies from afar. 


The most powerful sniper rifle in Far Cry 2 is the AS50 high-powered rifle. 


Explosive Weapons 


Far Cry 2 features a wide assortment of explosive weapons, including 
fragmentation grenades and Molotov cocktails, as well as grenade and 
rocket launchers. Most notably, IEDs can be positioned along well- 
traveled pathways and then triggered from some distance away. 


The explosive weapons in Far Cry 2 have an added tactical advantage 
due to the ability to light the environment on fire. Hence the inclusion 
of a flamethrower in Far Cry 2, which can be used, for example, to light 
up a defensive perimeter of long grass around a strategic position. 
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In late 2008, Ubisoft released the “Fortune Pack,” a downloadable 
content pack for all three editions of Far Cry 2. The Fortune Pack 
includes three new handheld weapons, including a silenced shotgun, 
a sawed-off shotgun, and a crossbow. 


THE SOLDIER CLASSES 


Similar to other leading multiplayer shooters, Far Cry 2 has a robust 
soldier class system that allows players to load out their avatars (their 
soldier characters) with a wide variety of weapons that suit different 
types of gameplay. Over the course of a match, each player earns expe- 
rience points for accomplishing certain goals (e.g., fragging an enemy, 
reviving a teammate, stealing the enemy's diamonds, or capturing a 
control point) that over time unlock new weapons and upgrades. The 
weapon categories in Far Cry 2 were discussed previously in general 
terms. Following is a description of each of the six soldier classes plus a 
listing of the available weapons and upgrades (organized by unlock 
level) for each class. 


Keep in mind that experienced Far Cry 2 players rank up quickly in 
player matches in order to unlock and gain access to the advanced 
weaponry. There is nothing wrong with designing maps that cater 
especially to a soldier class’s advanced weaponry (e.g., a guerrilla or 
saboteur’s IEDs). 
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Commando 


The Far Cry 2 Manual describes the commando class as follows: 


“The Commando is a well-rounded class with mid-range 
assault weapons and Molotovs. The class is ideal for fire-and- 
movement tactics and assaulting fortified positions.” (p. 13) 


The commando class is an all-around good choice, regardless of the 
type of map. In particular, the commando class provides players with 
access to the widest variety of assault rifles. Also notable is the M-79 
grenade launcher, which is unlocked as a secondary weapon (replacing 
the pistol side arm) at Level 3. 


From a map designer’s perspective, it is difficult to go wrong in creating 
maps for the commando class. Commandos are equally at home on 
small-scale close-quarter maps and large-scale wide-open maps. 


Level 1: At the start of a match, a commando is equipped with: 


Primary Weapons 


> G3-KA4 assault carbine 


Secondary Weapons 


> Star .45 combat pistol 


Additional Weapons 


> One Molotov cocktail 


Level 2: The following weapons are available to a commando. Newly 
unlocked weapons and upgrades are marked below with an asterisk: 


Primary Weapons 
> G3-KA4 assault carbine 
> AK-47 assault rifle * 
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Secondary Weapons 


> Star .45 combat pistol 


Additional Weapons 


> Two Molotov cocktails * 


Level 3: The following weapons are available to a commando: 
Primary Weapons 
> G3-KA4 assault carbine 
> AK-47 assault rifle 


Secondary Weapons 
> Star .45 combat pistol 


> M-79 grenade launcher * 


Additional Weapons 


> Two Molotov cocktails 


Level 4: The following weapons are available to a commando: 
Primary Weapons 
> G3-KA4 assault carbine 
> AK-47 assault rifle 


> FAL paratrooper assault rifle * 


Secondary Weapons 
> Star .45 combat pistol 


> M-79 grenade launcher 


Additional Weapons 


> Two Molotov cocktails 
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Sharpshooter 


The Far Cry 2 Manual describes the sharpshooter class as follows: 


“The Sharpshooter is the long-range specialist, armed with 
highly accurate and deadly weapons. Higher-level weapons 
are ideal for anti-personnel and anti-material roles.” (p. 13) 


The sharpshooter class is most prized on large-scale wide-open maps 
that feature long, unobstructed sight lines and plenty of protected snip- 
ing positions from which to safely engage the enemy from afar. (For 
obvious reasons, the sharpshooter class should be avoided on small- 
scale close-quarter maps.) There is a clear improvement in sniper rifle 
capability when moving from Level 1 (the M1903 bolt-action rifle) to 
Level 2 (the Dragunov SVD semi-automatic sniper rifle). Level 1 snipers 
are seriously disadvantaged by the M1903’s slow loading and firing. 


From a map designer’s perspective, the sharpshooter class is best served 
by maps that are wide open and which offer snipers excellent visual 
range with little in the way of vegetation or obstructions to block their 
view of distant targets. 


Tip eet he Se 


Consider creating nail-biting Deathmatch maps exclusively geared to 

9 long, drawn out snipe fests between just two opponents. Each player 
must stalk their opponent through high and low brush and cover 
positions over the course of a round. Such matches are especially 
intense (and slow-paced), for each player knows full well that once 
their opponent has them in their sights, just a single headshot will 
likely take them out. 


Level 1: At the start of a match, a sharpshooter is equipped with: 
Primary Weapons 
> M1903 bolt-action rifle 
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Secondary Weapons 
> Makarov pistol 


Additional Weapons 


> One M67 fragmentation grenade 


Level 2: The following weapons are available to a sharpshooter. Newly 
unlocked weapons and upgrades are marked below with an asterisk: 


Primary Weapons 
> M1903 bolt-action rifle 


> Dragunov SVD semi-automatic sniper rifle * 


Secondary Weapons 
> Makarov pistol 


Additional Weapons 


> Two M67 fragmentation grenades * 


Level 3: The following weapons are available to a sharpshooter: 
Primary Weapons 
> M1903 bolt-action rifle 


> Dragunov SVD semi-automatic sniper rifle 


Secondary Weapons 
> Makarov pistol 


> Flare pistol * 


Additional Weapons 


> Two M67 fragmentation grenades 
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Level 4: The following weapons are available to a sharpshooter: 
Primary Weapons 
> M1903 bolt-action rifle 
>» Dragunov SVD semi-automatic sniper rifle 


> AS50 high-powered rifle * 


Secondary Weapons 
> Makarov pistol 


> Flare pistol 


Additional Weapons 


> Two M67 fragmentation grenades 


Guerrilla 


The Far Cry 2 Manual describes the guerrilla class as follows: 


“The Guerrilla class specializes in close combat and ambush 
tactics. Improvised weapons and short-range weapons make 
the class versatile and deadly.” (p. 14) 


At the first and second unlock levels, the guerrilla class is a good choice 
for close-quarter fights in confined spaces (such as the interior of a 
building). At close range, a single shot from a guerrilla’s shotgun can 
take out an opponent. At unlock levels three and four, this class can be 
equipped with IEDs that enhance a guerrilla’s defensive capabilities, es- 
pecially in terms of perimeter security (e.g., the protection of diamonds 
or a captured control point). 


From a map designer’s perspective, the shotgun-armed guerrilla class is 
best served by tight, confined spaces, such as building interiors that 
feature narrow corridors with frequent turns. The guerrilla class is also 
a good choice for exterior maps in built-up urban environments that 
feature plenty of cover positions (e.g., building corners and stacked crates). 
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Maps that feature a single route between objectives are also appealing 
to guerrillas, since that route can be booby trapped with IEDs. 


Level 1: At the start of a match, a guerrilla is equipped with: 
Primary Weapons 
> 37 Homeland modified-choke shotgun 


Secondary Weapons 
> MAC-10 SMG 


Additional Weapons 


> One Molotov cocktail 


Level 2: The following weapons are available to a guerrilla. Newly 
unlocked weapons and upgrades are marked below with an asterisk: 


Primary Weapons 
> 37 Homeland modified-choke shotgun 


> SPAS-12 semi-automatic shotgun * 


Secondary Weapons 
> MAC-10 SMG 


Additional Weapons 


> Two Molotov cocktails * 


Level 3: The following weapons are available to a guerrilla: 
Primary Weapons 
> 37 Homeland modified-choke shotgun 


> SPAS-12 semi-automatic shotgun 
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Secondary Weapons 
> MAC-10 SMG 
> Three IEDs * 


Additional Weapons 


> Two Molotov cocktails 


Level 4: The following weapons are available to a guerrilla: 
Primary Weapons 
> 37 Homeland modified-choke shotgun 
> SPAS-12 semi-automatic shotgun 


> USAS-12 full-auto shotgun * 


Secondary Weapons 
> MAC-10 SMG 
> Three IEDs 


Additional Weapons 


> Two Molotov cocktails 


Rebel 
The Far Cry 2 Manual describes the rebel class as follows: 


“The Rebel uses the most terrifying and dangerous weapons 
on the battlefield. A variety of fire-producing and explosive 
weapons make the class ideal for intimidation and suppression.” 
(p. 14) 
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The rebel is primarily a support class that features specialized weaponry 
known as much for its intimidation factor as for its lethality. This includes 
the fire-spewing LPO-50 flamethrower and RPG-7 and MGL-140 
“hammer” rocket and grenade launchers. Fire tactics are one of Far 
Cry 2’s most unique and celebrated gameplay features. The rebel’s 
flamethrower can be used to light brush on fire, effectively blocking the 
enemy's path to an objective. On vehicle-based maps, the rocket 
launchers unlocked at higher levels can be used to take out jeeps, boats, 
and other means of transport. 


From a map designer’s perspective, the rebel class’s flamethrower is most 
useful on maps that feature plenty of high and low brush. Consider 
adding a circle of brush around the perimeter of control points that can 
then be lit on fire by rebels as a defensive move. Also, add brush on 
pathways leading to key assets in order to help rebels block or impede 
enemy movement. 


Level 1: At the start of a match, a rebel is equipped with: 
Primary Weapons 
> LPO-50 flamethrower 


Secondary Weapons 


> Makarov pistol 


Additional Weapons 


> One M67 fragmentation grenade 


Level 2: The following weapons are available to a rebel. Newly unlocked 
weapons and upgrades are marked below with an asterisk: 


Primary Weapons 
> LPO-50 flamethrower 
> RPG-7 rocket launcher * 
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Secondary Weapons 


> Makarov pistol 


Additional Weapons 


> Two M67 fragmentation grenades * 


Level 3: The following weapons are available to a rebel: 
Primary Weapons 
> LPO-50 flamethrower 
> RPG-7 rocket launcher 


Secondary Weapons 
> Makarov pistol 


> Uzi SMG * 


Additional Weapons 


> Two M67 fragmentation grenades 


Level 4: The following weapons are available to a rebel: 
Primary Weapons 
> LPO-50 flamethrower 
> RPG-7 rocket launcher 


> MGL-140 “hammer” semi-automatic grenade launcher * 


Secondary Weapons 
> Makarov pistol 


> Uzi SMG 


Additional Weapons 


> Two M67 fragmentation grenades 
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Gunner 


The Far Cry 2 Manual describes the gunner class as follows: 


“The Gunner class is the heavy weapons specialist, ideal for 
squad support or defense. Heavy machine guns are inaccurate 
on the move, but deadly versus personnel and vehicles when 
fired from a stationary position.” (p. 14) 


The gunner class combines the fire power afforded by the commando 
class with the medium to long-range specialist role afforded by the 
sniper class. A heavy weapons specialist, the gunner is equipped with 
both a machine gun that can lay down intimidating covering fire over a 
wide area plus a rocket launcher (unlocked at Level 2) that can take out 
a vehicle with one shot. 


From a map designer’s perspective, the gunner is ideally equipped for 
fighting on medium to long-range maps that feature generous amounts 
of wide open space that gunners can cover with grazing fire. Armed with 
a rocket launcher, the gunner class is also a good choice for vehicle- 
based maps in which a single blast from a rocket launcher can disable a 
vehicle. 

Level 1: At the start of a match, a gunner is equipped with: 

Primary Weapons 


> PKM general-purpose machine gun 


Secondary Weapons 


> American Eagle .50 heavy combat pistol 


Additional Weapons 


> One M67 fragmentation grenade 
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Level 2: The following weapons are available to a gunner. Newly 
unlocked weapons and upgrades are marked below with an asterisk: 


Primary Weapons 
> PKM general-purpose machine gun 


> Carl G rocket launcher * 


Secondary Weapons 
> American Eagle .50 heavy combat pistol 


Additional Weapons 
> Two M67 fragmentation grenades * 


Level 3: The following weapons are available to a gunner: 
Primary Weapons 
> PKM general-purpose machine gun 


> Carl G rocket launcher 


Secondary Weapons 
> American Eagle .50 heavy combat pistol 
> MAC-10 SMG * 


Additional Weapons 


> Two M67 fragmentation grenades 


Level 4: The following weapons are available to a gunner: 
Primary Weapons 
> PKM general-purpose machine gun 
> Carl G rocket launcher 


> M249 SAW heavy machine gun * 
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Secondary Weapons 
> American Eagle .50 heavy combat pistol 
> MAC-10 SMG 


Additional Weapons 


> Two M67 fragmentation grenades 


Saboteur 


The Far Cry 2 Manual describes the saboteur class as follows: 


“The Saboteur class is equipped for stealth and insurgency 
operations. Silenced weapons and other deadly tricks make 
the class ideal for disrupting enemy plans and eliminating 
high-value targets.” (p. 14) 


The saboteur class is a good choice for combat situations that support 
evasion and avoidance tactics (i.e., multiplayer modes other than 
Deathmatch and Team Deathmatch). At unlock levels three and four, 
this class can be equipped with IEDs, which, similar to the guerilla 
class, enhance a saboteur’s defensive capabilities, especially in terms of 
perimeter security (e.g., the protection of diamonds or a captured con- 
trol point). 


From a map designer’s perspective, the saboteur class is best served by 
nighttime stealth maps that encourage slow-paced gameplay and eva- 
sion tactics. At the higher unlock levels, maps that feature a single route 
between objectives are also appealing to saboteurs as that route can be 
booby trapped with IEDs. 


Level 1: At the start of a match, a saboteur is equipped with: 
Primary Weapons 


> Dart rifle with neurotoxin darts 
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Secondary Weapons 
> Silent Makarov 6P9 


Additional Weapons 


> One Molotov cocktail 


Level 2: The following weapons are available to a saboteur. Newly 


unlocked weapons and upgrades are marked below with an asterisk: 


Primary Weapons 
> Dart rifle with neurotoxin darts 


> Silent MP-5 SMG * 


Secondary Weapons 
> Silent Makarov 6P9 


Additional Weapons 


> Two Molotov cocktails * 


Level 3: The following weapons are available to a saboteur: 
Primary Weapons 
> Dart rifle with neurotoxin darts 


> Silent MP-5 SMG 


Secondary Weapons 
> Silent Makarov 6P9 
> Three IEDs * 


Additional Weapons 


> Two Molotov cocktails 
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Level 4: The following weapons are available to a saboteur: 
Primary Weapons 7 
> Dart rifle with neurotoxin darts 
> Silent MP-5 SMG 
> AR-16 assault rifle with green dot scope * 


Secondary Weapons 
> Silent Makarov 6P9 
> Three IEDs 


Additional Weapons 


> Two Molotov cocktails 


THE MAP EDITOR 


Having discussed in some detail the multiplayer modes, weapons, and 
soldier classes in Far Cry 2, the remainder of this chapter focuses on the 
feature set of the Far Cry 2 map editor. With reference to the Xbox 360 
edition of the map editor, as shown in Figure 1.2, each of the main map 
editing functions is introduced, one at a time, and in the order in which 
you are most likely to use them to design a multiplayer map. 


The PlayStation 3 edition of the map editor is essentially identical to the 
Xbox 360 version, although the gamepad control schemes for the PlayStation 
3 and Xbox 360 are (as one would expect) slightly different, given the 
differences in the layout of the PlayStation 3 and Xbox 360 controllers. 


The PC edition of the map editor is functionally equivalent to the con- 
sole versions (although the PC version also includes lights that can be 
added to maps), but the PC version’s user interface does conform to 
what a typical Windows application looks like. As shown in Figure 1.3, 
the PC version has a full menu system running across the top of the 
screen and palettes running down the right-hand side of the screen. 
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FIGURE 1.2. The user interface for the PlayStation 3 version of the Far Cry 2 map 
editor is nearly identical to the Xbox 360 version shown here. 
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FIGURE 1.3. The PC version of the Far Cry 2 map editor conforms to 
the look of a Windows application. 
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To launch the Xbox 360 map editor, load the Far Cry 2 game and 
choose Map Community from the main menu. Choose Start Editor to 
launch the map editor. 


CREATING A NEW WILDERNESS 


At the Map Editor Startup screen, you are presented with four options. 
You can create a new map from scratch, load an existing map that you 
have created or downloaded, generate a random landscape environ- 
ment as a starting point for a new map, or exit the map editor. 


For the novice map maker, creating a new map from scratch can be 
somewhat intimidating. Although a blank canvas offers map makers 
the most flexibility, figuring out exactly where to start in designing 
your first map can be somewhat daunting. As a starting point, consider 
using the Wilderness Generator feature to generate a random land- 
scape that you can then fully sculpt and modify to your suit your needs. 


Choose Wilderness Generator to create a random landscape. On the 
next screen, you are presented with the following landscape choices: 


Desert Dunes 


A rolling desert featuring low-elevation hilltops and little vegetation. 


Recommendation: Use this wilderness as the starting point for urban 
and industrial maps set in desert environments. The barren landscape 
allows you to place buildings and other structures almost anywhere. 


Desert Oasis 


A rolling desert featuring a river that cuts through the diagonal center 
of the map. Trees and vegetation run along the river banks. 


Recommendation: Use this wilderness as the starting point for maps 
that feature water-based gameplay or a riverbank setting. The river that 
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cuts through the centerline of the map can also demarcate the territory 
controlled by either side in a team-based battle. 


Savannah Plateau 01 and Savannah Plateau 02 


A low-brush field with steep ridgelines running throughout that deter 
movement and restrict sight lines. 


Recommendation: Use these wildernesses as the starting points for rural 
and low-population urban battles in which the natural ridgelines, as shown 
in Figure 1.4, are used to channel players in specific directions (i.e., to 
strategic objectives such as the enemy's team base). These two wilder- 
nesses are sufficiently barren to support smaller urban and industrial 
installations, such as farmsteads, outposts, and military camps. The 
mature trees in these wildernesses also provide players with natural cover. 


FIGURE 1.4. The natural ridgelines on maps can be used to channel 
player movement in specific directions. 
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Savannah Waterside 


A low-brush field with steep ridgelines and a large water body (a lake or 
ocean) running along one or more sides of the map. 


Recommendation: Use this wilderness as the starting point for maps 
that feature water-based gameplay. Consider adding a small island team 
base some distance away from the mainland. Also, add boats and docks 
(quays) along the shoreline. Water bodies that run along the edges of 
maps can also serve as natural boundary lines. 


Jungle Mountains 


A high-brush field with mature trees, dense vegetation, and elevated 
mountain peaks. 


Recommendation: Use this wilderness as the starting point for large- 
scale rural battles set in mountainous and rugged terrain. Sculpt the 
terrain to encourage or deter movement to elevated points on the map. 
To help protect players from distant snipers, add objects (both natural 
and built) that serve as cover and concealment positions. 


jungle Valley 


A high-brush field with mature trees, dense vegetation, and a deep valley 
positioned near the center point of the map. 


Recommendation: Use this wilderness as the starting point for medium- 
scale battles set in the interior of the map. Consider adding paragliders 
to the elevated perimeter of the map. Or instead use the elevated 
perimeter of the map as a natural boundary line. 


Press up and down on the D-pad to navigate through the above options. 
Choose Select to generate a random landscape that conforms to the 
wilderness style you have chosen. Choose Select again to generate a dif- 
ferent random landscape. Use the thumbstick controls on your gamepad 
to move around the landscape and zoom in and out. Once you have 
settled on a wilderness setting that you like, choose Accept to generate 
the landscape and load the new map in the map editor. 
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Tip 7 , 2 *. t ; ey FE 


Keep in mind that, regardless of the wilderness you have chosen, you 

9, have full control over the sculpting of the terrain once the map editor 
opens. You can add or delete mountains, valleys, trees, brush, rocks, 
and water bodies as you please. You can also clear land in order to add 
structures, and even complete city centers. For now, as you choose a 
wilderness to work with, think of the landscape in a global sense. For 
example, does the randomly generated landscape you are looking at 
generate ideas in your mind about what your map could look like 
when it is complete (e.g., the location of the team bases)? 


THE USER INTERFACE 


Once you have created a new map, created a new map from a randomly 
generated wilderness, or loaded a previously created or downloaded 
map, you are presented with the main map editing interface. On the 
Xbox 360 and PlayStation 3, you will see the following user interface el- 
ements (also known as a heads-up display or HUD) superimposed on 
the map you are editing. 


Cursor 


The cursor control is the circular pointer tool that always appears in the 
middle of your screen (so long as the cursor is locked, which is the de- 
fault setting). The cursor is the primary means by which you sculpt and 
paint the landscape and add and modify objects. You can lock or 
unlock the cursor by pressing the Lock/Unlock Cursor button. When 
locked, the cursor will always be positioned at the center of the screen. 
Unlocking the cursor lets you move the cursor freely. (The camera au- 
tomatically follows to keep up with the cursor.) Several map editing 
functions also allow you to grow or reduce the radius (size) of the cur- 
sor using a Radius slider. 
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Command Options 


The various command options and the button presses that activate 
them can be found on the left- and right-hand sides of the screen. The 
command options on the right-hand side of the screen are global. They 
are available at most times, regardless of which map editor function 
you are currently using. The command options on the left-hand side of 
the screen are function specific; they change according to the map edit- 
ing function you are currently performing (e-g., sculpting the terrain or 
adding objects). 


Object Selection/Settings Box 


Several map editing functions allow you to modify their settings and 
properties (e.g., the radius of the cursor) and also select items from a 
list (e.g., the object you wish to add to a map). When visible, the object 
selection/settings box is located on the left-hand side of the screen, 
directly below the command options. 


Resources 


The Resources indicator is located at the top left-hand corner of the 
screen. It indicates (in percentage terms) how many varieties of re- 
sources are being used by the current map. Ideally, a map will use the 
fewest varieties of resources possible. Of course, using no resources 
results in a blank map, so it is always a balance that you are striving for 
in reducing your resource usage, while still populating your map with a 
wide variety of assets that keep things interesting for players. As a gen- 
eral tip, try to use resources (e.g., objects, roads, and collection systems) 
that belong to related families. 
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Object Count 


The Object Count indicator is located at the top center of the screen. It 
indicates the total amount of object and collection resources in use by 
the current map. This is not an exact object count. Some objects “count” 
more than others because their resource use is higher. As a general tip, 
try not to overuse costly assets, such as large buildings, vehicles, explo- 
sive objects, and individual trees and plants. 


Tip 


Pay close attention to the orange indicator number to the right of the 
Object Count indicator. When an object you wish to add to the map is 
selected in the object selection/settings box, the orange indicator num- 
ber lets you know the “cost” of the object in terms of its resource use. 


Performance 


The Performance indicator estimates how smooth the gameplay is 
likely to be for the area of the map you are currently viewing. Expect 
the gameplay for the area in view to be very smooth when the indicator 
is pointing to green (the far right). If the indicator is pointing to yellow, 
the gameplay for the area in view could suffer poor performance (e.g., 
the occasional slowdown or stutter). An indicator that is pointing to 
red for the area in view indicates that poor performance, including 
slowdowns and stuttering gameplay, is very likely to occur. 


Asa general tip, remove (or move) objects from areas where the indica- 
tor is pointing to red. Also, make good use of the occlusion blocks to 
improve the performance on complex maps (as discussed in Chapter 5). 


The key to ensuring good performance is to pay close attention to the 
Resources, Object Count, and Performance indicators. Wherever possible, 
use objects that belong to the same category. If you spot a performance 
or resource problem, remove, move, or swap out objects. For smaller, 
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mid-sized, or modest maps, you should rarely encounter a resource or 
performance problem. This advice is particularly salient for complex 
maps that use many resources or which otherwise push the limits as to 
what is possible with the map editor. 


Tip 


There is a hard 10,000 object budget limit per sector. (The sectors are 
visible when the grid system is enabled in the Settings window as dis- 
cussed later.) As a result, you also need to be careful about not placing 
too many assets in the same sector, even for smaller maps. To mitigate 
this limitation, place the center of a complex map at the corner of 
four adjacent sectors. 


THE MAP EDITOR MENU 


Press the Start key to access the Map Editor Menu. This is the main 
menu for the map editor where you can get help, set the global prefer- 
ences for the map editor, validate and set the properties for the current 
map, and save the current map under a new filename. 


Preview Final Map 


Choose this option to preview the current map as it will appear to play- 
ers (i.e., with generated terrain shadows, projected terrain textures, and 
other visual enhancements). 


Controls 


Choose this option to view the control scheme for editing the map with 
your PlayStation 3 or Xbox 360 controller. 
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Settings 


Choose this option to set the global preferences for the map editor. In 
general, the default preferences that are set when you first launch the 
map editor are recommended for most map makers, but if you have a 
preferred way of working with the map editor (e.g., with the grid sys- 
tem turned on), there is considerable flexibility available in adjusting 
the various map editor settings. 


Camera Speed: Set the speed at which the camera moves when navigat- 
ing a map. 


Tip 


When moving around a map, you can press the Speed Boost button 
to temporarily move faster. 


Camera Stays Above Terrain: Toggles whether the camera can clip and 
go below the terrain. 


Camera Auto Scroll: Toggles whether the cursor always stay within 
your view area when an operation is performed. 


Show Collections: Toggles the display of collections (i.e., vegetation 
and rocks). 


Show Fog: Toggles the display of fog. 
Show Water: Toggles the display of water. 


Show Budget HUD: Toggles the display of the Resources, Object 
Count, and Performance indicators along the top of the screen. 


Show Object Icons: Toggles the display of object icons on the map. 


Show Grid: Toggles the display of a grid system on the map. 
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Tip ae 


The grid system can be effectively used to place enemy bases and other 

? critical assets equal distance from each other. Also, the grid system 
can be used to strategically lay out a map more generally, ensuring 
that each sector of the map is designed with some specific purpose in 
mind. 


In-game Invincibility: Sets whether you will be invincible when testing 
the map. When enabled, your health will remain at 100%. 


: —“ eal : 
Tip * aS 


In general, it is advisable to leave this option enabled. However, if, for 

9 example, you wished to test whether a fall from a certain height on 
your map would kill or just cripple a player, you may wish to tem- 
porarily turn off this setting. 


_ ce 


Keep Objects with Terrain: Toggles whether objects positions continue 
to conform to the terrain when the terrain is being raised, lowered, or 
otherwise modified. In general, unless you wish objects to clip through 
the terrain, it is advisable to leave this option enabled. Temporarily 
disable this option if you wish to modify the terrain below a bridge or a 
suspended structure. 


Auto Snap Objects: Toggles the snapping together of objects that have 
specific anchor points (e.g., bridges, fences, and fort components). 


Auto Snap Objects Rotation: Toggles the orientation of a snapped ob- 
ject to conform to the orientation of the object that it is being snapped 
to, in increments of 90 degrees. Also resets the tilt of objects when their 
angles are close to 0. 


Chapter 1 The Far Cry 2 Map Editor 47 


Auto Snap Objects with Terrain: Toggles the snapping of objects to 
the terrain when they are positioned just slightly above or below the 
terrain. In general, unless you are purposefully positioning an object 
just above or below the terrain, it is advisable to leave this option enabled. 


Confirm Object Deletion: Toggles the display of a confirmation dialog 
whenever you delete an object. 


QUICK TIP: SETTING UP THE MAP EDITOR 


With the PlayStation 3 and Xbox 360 editions of the map editor, 
there is no way to save the settings you've changed between editing 
sessions. When first launching the map editor, | find it helpful to go 
into the Settings menu and turn off all of the following: 


Camera Auto Scroll: Turning this off allows for much more 
precise object movement. 


Keep Objects with Terrain: It's not often that | want to keep 
my objects with the terrain. 


Auto Snap Objects: This stops the objects | am adding or 
moving from snapping to unwanted locations. 


Auto Snap Objects Rotation: Most of the time I'm not making 
a straight wall. 


Auto Snap Objects with Terrain: It's much easier to make 
small height adjustments with this setting disabled. 


Confirm Object Deletion: Pressing one button to delete an 


object is so much faster. Plus, there is an undo option if you 
mess up. 


Contributed by: Mark Willmott (aka MARKTW) 
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Help 


Choose this option to get context-sensitive help for the current map 
editing function you are performing. Navigate the help system to read 
through the online documentation for a variety of map editing topics. 


Validation 


Choose this option to confirm that your map meets both the general 
requirements for a Far Cry 2 multiplayer map, as well as the specific 
requirements required by each of the four multiplayer modes. 


The validation process is discussed toward the end of this chapter. 
The specific validation rules for each multiplayer mode are listed in “The 
Multiplayer Modes” section earlier in this chapter. 


Map Properties 


Choose this option to set the name of the map as it will appear to play- 
ers, as well as the suggested number of players and size of the map that 
is displayed when the map is hosted online. These three map properties 
are discussed toward the end of this chapter. 


Save 


Choose this option to save the map under the current filename. 


Tip ~ 


It is strongly recommended that you save at regular intervals. There 

7, is no worse feeling than losing power to your computer or console 
during a long map editing session in which you have not saved the 
map you are currently editing for some time. 
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Save As 


Choose this option to save the map under a new filename. 


Tip 


9, In addition to creating backup files of maps, the Save As option is 

particularly useful if you wish to test out multiple versions of the 

same map. Sequentially number each of your saves (e.g., MyMap1, 
MyMap2) so you can easily return to a previous version of a map. 


Exit Map 


Choose this option to close the map you are currently editing and exit 
the map editor. 


NAVIGATING THE MAP 


The Far Cry 2 map editor makes it easy to navigate a map you are 
designing from one of two perspectives: 2D or 3D. 


Moving Around (PlayStation 3 and Xbox 360) 


Use the left thumbstick to move across the map (flick the left thumb- 
stick left and right) and zoom in and out of the map (flick the left 
thumbstick up and down). 


As you angle the left thumbstick in the direction you wish to move, 
depress it firmly to move faster. 


Use the right thumbstick to rotate the camera left and right (flick the 
right thumbstick left and right) and up and down (flick the right 
thumbstick up and down). 
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Moving Around (PC) 


Use the W, A, S, and D keys on the keyboard to move across the map. 
Hold down the Shift key to move faster. 


Hold down the right mouse button and drag to rotate your view. Use 
the scroll wheel on the mouse to zoom in and out. 


QUICK TIP: UNDO AND REDO 


The map editor supports both Undo and Redo. When you make a 
mistake, use the Undo function to undo your latest action(s). If you 
undo too many actions, use the Redo function to redo your actions. 


Contributed by: Kyle June (aka ahaloa) 


Toggling between the 2D and 3D Perspectives 


You can edit the current map from one of two perspectives. The default 
3D perspective allows you to navigate the entire map, pointing the 
camera anywhere you like (even straight up) using the left and right 
thumbsticks. In contrast, the 2D perspective (more accurately described 
as an isomorphic perspective) maintains a constant 45-degree angle to 
the terrain, making the placing and positioning of objects significantly 
easier under some circumstances, (You can modify the angle to the ter- 
rain in the 2D perspective by pushing the left thumbstick while moving 
the right thumbstick up and down.) Press the Toggle 2D/3D button to 
switch between the two perspectives. 
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Tip 


In general, it is recommended that novice map makers stick to the 2D 

9 perspective for the most part. For intricate maps, where objects need 
to be positioned or aligned close to one another (or stacked on top of 
one another) it is advisable, sometimes even necessary, to switch to 
the 3D perspective. The 3D perspective offers experienced map mak- 
ers the most control over the navigation of a map, In 3D mode, you 
can literally move anywhere on (or even under) the map and point 
the camera in any direction. 


TESTING THE MAP 


At any time during a map editing session, press the Test Map button to 
enter into Test mode. Preview the current map from the perspective of 
a player immersed in the battlefield action (i.e., behind the barrel of a gun). 
Before entering into Test mode, position yourself close to the ground, 
hovering over the area of the map you wish to explore. While testing a 
map, you can shoot weapons, drive vehicles, and otherwise interact with 
most objects, just as you would were you actually playing the game. 


USING THE TOOLBOX RADIAL MENU DIAL 


For the PlayStation 3 and Xbox 360 editions of the map editor, the var- 
ious map editing functions are accessed via a radial menu dial called the 
Toolbox. (The same functions are available via the toolbar that runs 
along the top of the map editor interface in the PC edition.) To display 
the Toolbox, press the Toolbox button. Flick the left thumbstick in the 
direction of the function you wish to access. Accept the selection to 
choose the function. Some functions (e.g., the Terrain tools) lead you 
to a submenu on the radial menu dial from which you need to make 
another selection (e.g., Bump). Press the Back button to close the Toolbox 
or return to the top-level menu. 
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The following discussion looks briefly (in clockwise order) at what each 
of the main map editing functions do. Each of these functions is dis- 
cussed in more detail later in this chapter. 


Terrain Tools 


Choose this option to sculpt the terrain. From the Toolbox menu, 
choose one of seven available sculpting tools (Bump, Set to Height, 
Raise/Lower, Smooth, Ramp, Erosion, and Noise). Position the cursor 
over the area of the map you wish to sculpt and press the right trigger 
button on your gamepad to sculpt the terrain. 


Objects 


Choose this option to preview, add, select, delete, move, rotate, and 
snap together objects. 


Collection System 


Choose this option to paint and erase underbrush and rocks onto the 
terrain. Choose one of eight available slots in the object selection/set- 
tings box and then choose a collection system to assign to that slot. Po- 
sition the cursor over the area of the map you wish to paint and press 
the right trigger button on your gamepad to paint the terrain. 


Paint Texture 


Choose this option to paint and erase textures onto the terrain. Choose 
one of four available slots in the object selection/settings box and then 
choose a texture to assign to that slot. Position the cursor over the area 
of the map you wish to paint and press the right trigger button on your 
gamepad to paint the terrain. 
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Environment Settings 


Choose this option to set the default time of day (in hours and min- 
utes) for the map, as well as the water level and weather conditions. 


Playable Zones 


Choose this option to add, remove, and move the pivot points that 
demarcate the boundary lines for the playable zone of the map. By de- 
fault, the boundary lines run along the inside perimeter of the map, but 
by adding and moving pivot points you can customize the playable 
zone of the map to an area of your choosing. If a player moves outside 
the playable zone, a 10-second countdown timer is triggered. If the 
player does not return to the playable zone before the countdown ends, 
he or she dies. 


Road 


Choose this option to add, select, remove, and move pivot points that 
demarcate up to eight roads on the map. Choose one of eight available 
slots in the object selection/settings box and then choose a road texture 
to assign to that slot. Position the cursor over the point on the map at 
which you wish to start a road and then hold down the right trigger 
button on your gamepad to add the first pivot point. Now use the left 
thumbstick to move to the point on the map where the road should 
end or change direction and release the right trigger button. 


Snapshot 


Choose this option to take a thumbnail picture of the map from the 
camera’s current vantage point. This image will appear alongside your 
map’s name in most places the map is listed online. 
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QUICK TIP: THINGS TO KEEP IN MIND 1 


Here are four important points to keep in mind when designing maps: 


> Working in three dimensions can be quite challenging. Take 
the time to learn the particulars of the map editor's 3D edit 
tools. Keep in mind that the direction of the movement 
controls are sometimes dictated by the angle at which you 
are viewing a particular object. 


» It is important to download and play test a lot of player- 
created maps. Also, check them out in the map editor to 
see how they were made. 


> Don't impose a time limit on the design of a map. Take as 
much time as you need to make it just right. | know some 
gamers who will crank out seven maps in the time it takes 
me to design just one. Sadly, it often shows in the results. 


» Your very first map may not be a stellar work of art. But 
with every map you make, you learn more about the editing 
process, and chances are that,each map will be better than 
the last. 


Contributed by: David Falzone (aka CrazyUncleDave) 


SCULPTING THE TERRAIN 


The terrain sculpting tools are used to transform the terrain on a map 
in a variety of ways, by, for example, raising, lowering, smoothing, erod- 
ing, and digging into the terrain and ramping up the terrain between 
two points. The terrain sculpting tools can be used to add a wide diver- 
sity of geographic landforms to a map, which is the focus of Chapter 3. 
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Bump 


The Bump tool is used to elevate or dig into the terrain at the cursor’s 
location. Press the right trigger button to elevate the terrain. Press the 
left trigger button to dig into the terrain. 


Use the Radius slider to set the radius of the affected area. Use the 
Amount slider to set the strength. 


Hold down the right bumper button to quickly set the Radius and 
Amount parameters using the left and right thumbsticks, respectively. 


Set to Height 


The Set to Height tool is used to uniformly alter the height of the terrain 
at the cursor’s location. A specific numeric height can be set using the 
Height slider (or you can press the Y button on the Xbox 360 to set 
the target height based on the height of the terrain at the location the cur- 
sor is pointing). Press the right trigger button to raise or flatten the 
height of the terrain. (Pressing the left trigger button performs a similar 
function, but it also picks the height just before flattening. ) 


Raise/Lower 


The Raise/Lower tool is used to increase or decrease the height of the 
terrain at the cursor’s location by a fixed height increment that remains 
constant (so long as you keep holding down a trigger button). Use the 
Height slider to set the fixed height increment for this function. 


Smooth 


The Smooth tool is used to soften the terrain at the cursor’s location 
and to even out irregularities, unwanted bumps, and abrupt changes in 
elevation. 
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Ramp 


The Ramp tool is used to design a linear ramp between two positions. 
Press the right trigger button to specify the starting and ending posi- 
tions for the ramp. Press the left trigger button to cancel the current 
ramp operation. 


Tip 


The Ramp tool can be used to build a natural ramp up to an other- 
wise inaccessible location. 


Erosion 


The Erosion tool is used to erode the terrain at the cursor’s location. Use 
the Density slider to set the strength of the erosion. Use the Deformation 
slider to set the degree to which the surrounding terrain is impacted by 
the erosion. Use the Land Slide slider to set the strength of the erosion, 
in terms of carving out and digging into the surrounding terrain. 


Tip 


The Erosion tool can be used to create sharp drop-offs and simulate 
landslides, 


The Noise tool is used to break up the smoothness of the terrain at the 
cursor’s location into natural patterns. Use the Roughness slider to set 
the size of the random patterns. (Higher values sculpt many more 
bumps, while smaller values sculpt smoother terrain.) Set the Noise 
Type parameter to raise or lower the terrain or do both at the same time. 
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TEXTURING THE TERRAIN 


The Paint Texture tool is used to paint different textures onto the terrain 
of a map. A map comprised of only one terrain texture does not look 
very realistic or attractive. Nor would such a map be very interesting to 
play on. By adding textures to the terrain, you can simulate different 
terrain conditions, ranging from sandy dunes to rocky riverbeds. 


Assign a texture to one of four available slots and then paint the texture 
onto the terrain at the cursor’s location using the right trigger button. 
Use the left trigger button to erase an area. Use the Radius slider to set 
the radius of the affected area. Use the Strength slider to set the strength. 


Hold down the right bumper button to quickly set the Radius and 
Strength parameters using the left and right thumbsticks, respectively. 


Tip 


At any time, you can swap out the texture assigned to a slot with an- 
7, other texture. All of the painted locations on the map that use the 
swapped-out texture will be updated with the new texture. 


You can set up a number of elevation constraints when painting. These 
include the Minimum Slope, the Maximum Slope, the Minimum Height, 
and the Maximum Height. For example, should you wish a rocky texture 
to be painted only at the peaks of mountains, raise the Minimum Height 
value so the terrain that falls below the specified elevation is not painted. 


The desert textures include: 
> Desert Rippled Sand 
> Desert Still Sand 
> Desert Flat Sand 
> Desert Cracked Earth 
> Desert Dried Riverbed 


> Desert Mountain Rock 
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The savannah textures include: 
> Savannah Undergrass 
> Savannah Underbrush 
> Savannah Sandy Riverbed 
> Savannah Rocky Riverbed 
> Savannah Mountain Rock 
> Savannah Urban Ground 


> Savannah Roadside 


The woodland textures include: 
> Woodland Undergrass 
> Woodland Rocky Riverbed 
> Woodland Mountain Rock 
> Woodland Urban Ground 
> Woodland Roadside 


The jungle textures include: 
> Jungle Light Underbrush 
> Jungle Dense Underbrush 
> Jungle Urban Ground 
> Jungle Muddy Riverbed 
> Jungle Rocky Riverbed 
> Jungle Mountain Rock 
> Jungle Mountain Underbrush 
> Jungle Heart Rock 
> Jungle Roadside 
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ADDING VEGETATION AND ROCKS 


The Collection System is used to add vegetation and rocks to different 
locations on a map. Assign a vegetation or rock type to one of eight slots 
and then paint the vegetation or rocks onto the terrain at the cursor’s 
location using the right trigger button. Use the left trigger button to 
erase an area. 


Use the Radius slider to set the radius of the affected area. Hold down 


the right bumper button to quickly set the Radius parameter using the 
left thumbstick. 


Tip | 3~Soee 


At any time, you can swap out the vegetation or rock type assigned to 
7, a slot with another type. All of the painted locations on the map that 
use the swapped-out vegetation or rock type will be updated with the 


new type. 


You can specify the Shape, Hardness level, and Distortion level when 
painting by accessing the Edit Brush parameters. 


The desert vegetation and rock types include: 
> Desert Light 
> Desert Medium 
> Desert Dense 
> Desert Oasis 
> Desert Small Rocks 
> Desert Large Rocks 


> Savannah Transition 
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The savannah vegetation and rock types include: 
> Savannah Light i 
> Savannah Dense 
> Savannah Light Bushes 
> Savannah Arid Plains 
> Savannah Light Grass 
> Savannah Dense Grass 
> Savannah Riverbank 
> Savannah Medium Rocks 
> Woodland Light 
> Woodland Rocks 


The jungle vegetation and rock types include: 
> Jungle Light 
> Jungle Dense 
> Jungle Light Clearing 
> Jungle Dense Cover 
> Jungle Light Grass 
> Jungle Medium Grass 
» Jungle Riverbank 
> Jungle Rocks 


In addition to the above, there are three additional 
vegetation and rock types to choose from: 


» Fake Forest 1 
> Fake Forest 2 
> Fake Mountain Jungle 
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ADDING AND MODIFYING ROADS 


v 


As will be noted in Chapter 4, it is important that map makers provide 
players with some means of quickly traveling around a map in the form 
of pathways and access to vehicles. A roadway is typically the speediest 
route from Point A to Point B. 


The Road tool is used to add up to eight roadways onto a map’s terrain. 
At any time, the pivot points along a road can be moved (or deleted) to 
alter the route the road takes. New pivot points can also be added to a 
road in order to extend or alter its route. 


Assign a road texture to one of eight road slots. Position the cursor over 
the point on the map at which you wish to start a road and then hold 
down the right trigger button to add the first pivot point. Now use the 
left thumbstick to move to the point on the map where the road should 
end or change direction and release the right trigger. 


To extend or alter the road’s path, add more pivot points or move an 
existing pivot point that the cursor is positioned over by holding down 
the right trigger button and moving the left thumbstick. Use the left 
trigger button to remove a pivot point. 


Use the Radius slider to set the radius of the cursor. (Specifying a larger 
radius will allow you to select, move, and/or delete multiple pivot 
points at once.) Use the Width slider to set the width of the road. 


Hold down the right bumper button to quickly set the Radius and 
Width parameters using the left and right thumbsticks, respectively. 


Tip 


Specify a wider road width to support two-lane traffic on major road- 
ways. For secondary and poorer-quality roads, specify a narrower width. 
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The desert road textures include: 
> Desert Road 
> Desert Offroad 
> Desert Path 


The savannah road textures include: 
> Savannah Road 
> Savannah Offroad 
> Savannah Path 


> Savannah Train 


The woodland road textures include: 
> Woodland Road 
> Woodland Offroad 
> Woodland Path 
> Woodland Train 


The jungle road textures include: 
> Jungle Road 
> Jungle Offroad 
> Jungle Path 


> Jungle Train 
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QUICK TIP: PAPER-BASED PLANNING 


Before building a map from scratch in the map editor, seriously con- 
sider sitting down and drawing out your plans on paper. No doubt 
you have a mental image of a map visualized in your mind, but com- 
mitting that mental image to paper can really help you to iron out 
the details. That said, during the map building process, don't shy 
away from new ideas that you come up with, even if they go against 
your original paper-based plan. Keep an open mind as you design 
your maps and never be afraid to stray off the original path. 


Contributed by: Nathan Francis 


ADDING AND EDITING OBJECTS 


Hundreds of different types of objects, ranging from simple barrels to 
large enterable multi-story buildings, can be added to a Far Cry 2 map. 
Use the Add New Objects tool to place an object at the cursor’s loca- 
tion. Choose the Preview Object option to preview an object before 
adding it to a map. 


Note 


The hundreds of objects in the map editor are organized into thematic 
categories. Among the most notable objects are the: multiplayer 
markers (e.g., spawn points); ammunition pile; emplaced weaponry; 
explosive objects; drivable vehicles; various styles of buildings; ladders; 
furniture; quays (docks); bridges; and various rocks and vegetation. 
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Once an object has been added to a map, it can be deleted, moved, 
rotated, angled, pivoted, tilted, and snapped to other objects using the 
Edit Objects (2D) and Edit Objects (3D) tools. 


Tip 


Objects being pivoted can be pivoted at the center or, in the case of 
certain objects (e.g., fences), pivoted at their anchor points. 


Multiple objects on a map can be selected for editing at the same time. 
(When selecting multiple objects, the Radius parameter determines the 
size of the object selection area.) Use the Select Objects tool to define a 
locked selection that will remain in effect until you cancel the selection. 
(A red box on the map indicates that a selection is locked.) 


Often, you will want to snap objects together. The map editor features 
an auto-snap mode that is helpful here, but also a Snap tool that offers 
map makers even more precise control over the Snap Angle and Angle 
Direction of snap operations. 


You will find a complete list of every object that can be added to a Far 
Cry 2 map in Chapter 5 of this book. 


Add two or more objects to a blank map. Now experiment with each 
of the object selection and editing tools, one at a time. Challenge 
yourself to move objects to precise locations, tilt objects to specific 
angles, and snap objects to one another. Experienced map makers, 
who design highly detailed urban maps that feature dozens of objects 
in close proximity to one another, are very skilled at object selection 
and editing, but the skilled use of these tools takes a considerable 
amount of practice. & 
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PREPARING A MAP FOR ONLINE PLAY 


Prior to publishing a map online, it is important to make sure the map 
is ready for competitive online play. Depending on the multiplayer 
mode(s) the map is designed for, a number of multiplayer markers will 
need to be added. The map itself also needs to be validated in order to 
check for design problems. The playable zone must be set. A number of 
map properties need to be specified, as do the environment and 
weather settings. Finally, you will want to take a snapshot of your map in 
order to show off a thumbnail image of the map to other players online. 


Placing the Multiplayer Markers 


Depending on the multiplayer mode(s) the map is designed for, you 
will need to add APR team, UFLL team, and Deathmatch player spawn 
points to the map, as well as team base markers, diamond stations (for 
Capture the Diamond matches) and three control points (for Uprising 
matches). You will also need to add between 2 and 64 spectator cameras 
to the map that players can toggle through while waiting to respawn. 


The specific multiplayer markers that need to be added for each multi- 
player mode are listed in “The Multiplayer Modes” section earlier in 
this chapter. These markers can be added to a map, just like any other 
object, using the Add New Objects tool. 


Validating the Map 


It is important to validate a map prior to publishing it online. Validating 
a map ensures that you have added all of the required elements and that 
you have not exceeded the maximum allotment of spawn points, vehicles, 
physic objects, ammo piles, and spectator cameras that a map can support. 


On the Xbox 360, press the Start key to access the Map Editor Menu. 
The Validation function is listed about halfway down. 


The specific validation rules for each multiplayer mode are listed in 
“The Multiplayer Modes” section earlier in this chapter. 
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Setting the Playable Zone 


The playable zone is the interior area of the map where players are per- 
mitted to roam freely. If a player ventures outside the playable zone, the 
player is alerted and a 10-second timer begins counting down. A player 
who does not return to the playable zone before the timer finishes 
counting down, dies. The player must then wait to respawn. 


The main reason it is necessary to set the playable zone on a map is to 
ensure that players don’t “fall off’ the edges of the map. That said, set- 
ting the playable zone also allows map makers to strategically limit the 
battlefield area to a space appropriate for each map. 


To set the playable zone, choose Playable Zone from the Toolbox radial 
menu dial. Then, move to the edge of the map and drag the boundary 
line (holding down the right trigger button) to add and drag pivot 
points. Use the left trigger button to remove a pivot point. 


Setting the Map Properties 


On the Xbox 360, press the Start key to access the Map Editor Menu. 
Three important map properties can be accessed via the Map Properties 
option about halfway down. They include: the Map Name, the Battle- 
zone Size (Small, Medium, or Large), and the suggested Number of 
Players the map supports (2—4, 4—8, 8-12, or 12-16). 


Tip 


A map’s name is all important. Along with a snapshot of the map, the 
name is all most players have to go on in determining whether to 
download and play a map you've designed. Try to come up with a 
compelling name for each map you create. Choose a name that, as 
accurately as possible, describes the map (or the gameplay it supports). 
The challenge here is to come up with a compelling name that does 
not exceed the 20-character limit. 
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Modifying the Environment Settings 


The time of day and weather settings you specify for a map can be over- 
ridden by players hosting your map online. Nevertheless, it is still im- 
portant to set the default time of day and weather settings that will be 
used whenever these parameters are left to their defaults (which is likely 
to be most of the time). 


To change the environment settings, choose Environment Settings 
from the Toolbox radial menu dial. The starting Hour and Minute can 
be precisely set, as can the Storm Factor. A higher Storm Factor setting 
results in more overcast, foggy, rainy, and windy weather conditions. 


Clearly, one of the most important environment settings is the Water 
Level. Raising or lowering the water level on a map can change the 
battlefield conditions on a map in dramatic ways. It is often a good idea 
to set the water level on a map early on during the design process. 
Then, when you raise or dig into the terrain, you will instantly see the 
effects of the water level on the terrain. 


Create an urban map where every point on the map is above the map’s 
water level. Now add a water pond to the very center of the city. Use 
the Raise/Lower terrain sculpting tool to lower the terrain directly 
centered around the cursor’s location. Raise the Radius slider to 
create a larger water pond. Change the Edit Brush shape to create a 
circular or square water pond. ¥& 


Taking a Snapshot 


Choose Snapshot from the Toolbox radial menu dial to take a thumb- 
nail picture of your map from the camera's current vantage point. This 
image will appear alongside your map’s name in most places the map is 
listed online. 
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Publishing the Map 


To publish a map you have designed and saved on the Xbox 360, 
choose Map Community from the Far Cry 2 game’s main menu. Choose 
Publish My Maps to open the My Maps screen. Then, select the map 
you wish to publish and choose Publish. 


DOWNLOADING AND EDITING EXISTING MAPS 


Earlier in this chapter, novice map makers were encouraged to use the 
Wilderness Generator feature to create a randomly generated landscape 
that can then be edited to one’s liking. But there is another starting 
point that both novice and experienced map makers may wish to con- 
sider—downloading and editing previously published maps that have 
been uploaded by members of the Far Cry 2 map making community. 


There is arguably no better way to learn map making than by opening 
up and studying a well-made gamer map in the map editor. Explore the 
map’s design, both from afar and close up, walk around the map in 
Test mode, take the map apart (and then put it back together), swap 
out one object for another, add to the map, modify the terrain—in 
short, make the map your own. Then, upload your new version of the 
map for others to play online. (Don’t worry. Both you and the map’s 
original creator will get credit when the map is hosted online.) 


By downloading and exploring existing player-created maps, not only 
can you learn from other map makers, you can collaborate with them 
too. Consider jointly designing a map that another map maker initially 
creates and uploads and you later enhance. Call it a unique form of 
co-op play that encourages map makers to work in partnership with 
one another as they jointly design multiplayer maps for Far Cry 2. 
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SUMMARY 


This chapter introduced the Far Cry 2 game and accompanying map 
editor. The two multiplayer match types supported by Far Cry 2 (ranked 
and player matches) were discussed, as were the various options avail- 
able to players when creating custom matches online. The four multi- 
player modes supported by Far Cry 2 were next reviewed. They include: 
Deathmatch, Team Deathmatch, Capture the Diamond, and Uprising. 
The various weapon categories and six soldier classes were examined. 
Discussion then turned to the map editor itself. The Wilderness Gener- 
ator feature was introduced, as were the various types of landscapes that 
can be sculpted onto Far Cry 2 maps. Each element of the map editor's 
user interface and main menu were examined next. A few strategies for 
navigating maps in the map editor were also discussed. The various 
functions supported by the map editor’s Toolbox radial menu dial were 
explored next, as were the various terrain sculpting and texturing 
options. Discussion then turned to adding and modifying vegetation, 
rocks, roads, and objects, before the chapter closed with a discussion of 
the necessary steps in preparing a map for online play. 
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GAME DESIGN 
THEORY 


video games, including Far Cry 2 multiplayer 

maps. The previous chapter explored the techni- 
cal side of things in relation to the wide range of tools 
and tweakable parameters the map editor supports. But 
proficiency in learning how to use the map editor does not 
in and of itself equate with the design of engaging multi- 
player maps that gamers will eagerly line up to down- 
load and play. You need to go beyond mere technical 
considerations to consider—even anticipate—what the 
experience of playing your maps will be like. Only by 
designing your maps with what might best be described 
as the “player experience” in mind can you maximize the 
chances that your maps will be sought after and repeat- 
edly played by the Far Cry 2 gaming community. 


TT is both an art and a science to the design of 
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This chapter considers both the subjective experience of playing Far 
Cry 2 multiplayer (and first-person shooters (FPSs) in general), as well 
as the important implications and design lessons this experience has for 
multiplayer map making. 


In this chapter: 
> The Phenomenology of Wargames 
> Map Making Genres 
> The Elements of Wargame Design 
> Combat Operations 
> The Map Design Process 


> Summary 


THE PHENOMENOLOGY OF WARGAMES 


In the discipline of psychology, the term phenomenology refers to the 
subjective experience of the individual in relation to the rest of the world. 
Phenomenologists ask, “What is the primal, subjective, and pre-cognitive 
experience of the human?” To be human is to be in relationship—with 
others, with the world around us, and with ourselves. Each of us is 
intentional in our efforts—both consciously and subconsciously—to 
find meaning in our relationships with others, with ourselves, and with 
the environments around us. Immediate perceptions, memories, antic- 
ipations, expectations, fears, hopes, feelings of pure joy and exhilaration 
—all of these responses to the world (and many others) contribute to the 
subjective richness of our lived experience. Yet, although each individual’s 
experiences are subjective, phenomenologists are engaged in a constant 
search for the unity (1.e., universality) of meaning in the subjective. In 
other words, phenomenologists argue that the shared, if subjective, 
experience of multiple individuals, when considered together, holds 
many things in common. 
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The above scholarly analysis also extends to the experience of playing a 
video game such as Far Cry 2 multiplayer. From a phenomenological 
perspective, one might ask, “How can the subjective experience of play- 
ing a competitive multiplayer match in Far Cry 2 be best described?” 
Multiplayer first-person shooters are experienced by gamers first and 
foremost on a visceral level. This visceral experience is arguably a first- 
person shooter's primary attraction—the “fix,” if you will, that keeps 
players coming back for more. There is also an immersiveness and im- 
mediacy to the experience of playing first-person shooters, for the 
player is fully immersed in the immediacy of the battlefield action. So 
too, there is very often an intensity to the experience of competitive 
multiplayer matches. Split-second timing and quick thinking are very 
likely required if one is to avoid being fragged. 


The following discussion considers some of the most important quali- 
ties of subjective player experience that make for a rewarding multi- 
player match in Far Cry 2 and other first-person shooters. As you 
consider each of these qualities, also consider the ways in which both 
well-designed and poorly designed maps can respectively enhance or 
diminish a player's gaming experience. 


Accomplishment 


Virtually every player wishes to experience a feeling of accomplishment 
during a multiplayer match. Most obviously, a feeling of accomplishment 
is derived from a decisive victory—winning a match outright—but as 
any gamer will tell you, it is quite possible to lose a match (even badly) 
and still feel that you have accomplished something, even performed 
beyond expectations, in some other regard, even if your efforts didn’t 
pay off in the end. During a team-based match, feelings of accomplish- 
ment are derived from achieving the set objectives (e.g., capturing a 
control point or returning the enemy diamonds to your diamond station) 
or by otherwise helping your team in a support capacity (e.g., healing 
an injured teammate). Each player will approach a match in a different 
way, but virtually all players (even “griefers,” sad as it is to say) will try 
to accomplish something through their efforts, no matter how modest 
that accomplishment is in the grand scheme of things. 
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u 


Recommendation: Design maps that provide opportunities for both 
novice and skilled players to accomplish something, whether it is infil- 
trating an enemy base, successfully traversing a river under enemy fire, 
or shadowing and providing support to a more skilled player. 


» a . ‘ 
Note - 


There is perhaps no more rewarding experience when playing a first- 
person shooter than the feeling of empowerment that accompanies 
some accomplishment or success. A feeling of empowerment is most 
often associated with a growing feeling of confidence in one’s gaming 
prowess and overall ability level in playing a game. 


Anticipation 


Gamers play multiplayer matches in the moment, but they also play 
them with the promise of some pleasurable future event in mind. It is 
the expectation that something is about to happen (or potentially going 
to occur) that can help to propel a multiplayer match forward. For 
example, the breaching of an enemy stronghold or the elimination of 
the enemy team captain (in an Uprising match) are both events for 
which plenty of anticipation can build up over the course of a match. 


Recommendation: Design maps that hold the promise of some memorable 
event, such as a pitched battle over key terrain or the taking of a bridge. 


Challenge 


Gamers want to feel challenged by a game, but they don’t want that 
challenge to be too great (or the game unbeatable). Players who feel 
unchallenged or overwhelmed by a multiplayer map are equally unlikely 
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to play that map again. On the other hand, players who quickly develop 
a basic proficiency with a map, but still feel challenged by it, are likely 
to replay the map again. 


Recommendation: Design maps that are easy to learn, but difficult to 
master. Scale your maps to different difficulty levels in order to challenge 
both novice and experienced players. For example, create two routes to 
an objective—a relatively safe, but longer route for novice players and a 
sure-to-be-contested, but shorter route for experienced players. 


Communication 


We tend to think of communication in video games in terms of the in- 
game dialog in single-player games, the text and voice chat between 
players during multiplayer matches, and the overt communication 
provided by in-game messages and a game’s heads-up display. Yet the 
layout of a multiplayer map can also communicate important messages 
to players, including where to go (e.g., down this pathway before you) 
and where not to go (e.g., over this hillside, which is just too steep). So 
too, the judicious use of directional indicators and other types of signage 
can help orient players on a map and prevent them from getting lost. 


Recommendation: Consciously design maps that communicate impor- 
tant information to players through the map’s layout. For example, use 
the APR and UFLL signage assets in the map editor to label each team’s 
base and nearby territory. 


Draw up a list of your favorite multiplayer maps in Far Cry 2 or 
another wargame. Pick one map and play it online. Note the design 
elements of this map which make it one of your favorites. How could 
you incorporate these design elements into the maps you create? #& 
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Conflict 


If there is one expectation that virtually all players have for multiplayer 
matches it is that there will be conflict—and plenty of it. There is no 
worse fate for a Deathmatch map than a battlefield environment in 
which the opponents rarely, if ever, meet up because the map’s designer 
positioned the spawn points too far apart or provided too few pathways 
through thick brush upon which the enemies could confront one an- 
other. 


Recommendation: Design maps that provide players with a wide variety 
of potential conflicts, both close up and afar, including close-combat 
encounters, chance encounters in nondescript areas of the map, intense 
fire fights across open fields, and long-distance snipe fests. 


Control 


Players want to feel that they are in control and not merely the pawns of 
a map’s designer. Getting stuck in a confined space for which there is 
no way to maneuver out or spawning in an open field sprawling with 
enemy forces are two examples of a lack of player control. A player 
should never feel at the mercy of a map’s failings. 


Recommendation: Test out the confined spaces on your maps to ensure 
that players can’t get stuck in them. Carefully position the spawn points 
on maps to give spawning players a fighting chance. Ensure that night- 
time maps are sufficiently lit so as to give players some indication as to 
how to exit buildings and spot obstacles. 


Differentiated Experience 


Different players have differentiated playing styles, preferred ways of 
engaging enemies in combat (e.g., fighting head-to-head, traveling in 
teams of two, lying in wait, or sniping from afar), and, so too, players 
look forward to being able to change up their playing styles on a whim 
or as the battlefield conditions dictate. Paying close attention to the 
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differentiated playing styles of gamers is particularly important in Far 
Cry 2 multiplayer. That’s because of the game’s support for six soldier 
classes, each with varied weapons load outs, which invariably leads gamers 
to play the same map in different ways. 


Recommendation: Design maps that permit—even encourage—multiple 
gameplay styles, including lone-wolf efforts, squad-based gameplay, close 
combat, stealth, amphibious operations, and sniping. Chapter 6 takes a 
closer look at a number of different gameplay styles. 


Downtime 


It was noted earlier that, above all, players expect to engage the enemy 
in intense conflicts during multiplayer matches. Yet, many players also 
look to temper their encounters with the enemy with the occasional 
downtime that allows them to heal, reload, stock up on ammo, regroup 
as a team, or simply take a break. 


Recommendation: Design maps that include plenty of cover and con- 
cealment positions, as well as safe areas to which players can retreat. 
Space out the locations on your maps where you expect the most in- 
tense encounters between opponents to occur (e.g., diamond stations, 
control points, and choke points). 


Emotional Response 


Players respond to maps in different ways, depending on their current 
mood (and alertness) and many other factors. Nevertheless, map makers 
can design maps that directly aim to elicit specific emotional responses 
in players, ranging from sheer jubilation to outright dread. In Far Cry 2, 
the default time-of-day properties and weather conditions you set for a 
map can go a long way in establishing both the atmosphere and mood 
of a multiplayer round and each player’s likely emotional response to 
the setting. (However, keep in mind that the time-of-day and weather 
properties for a map can be overridden when the map is hosted online.) 
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Also, the layout of a map can aim to purposefully elicit, by design, a 
specific emotional response in players. Compare, for example, a wide- 
open desert map that features long-range encounters to a closed-off 
interior map that features tight and confined spaces and the potential 
for danger around every corner. Now consider the emotional response 
that the cemetery map shown in Figure 2.1 might evoke in players. 


Recommendation: Consider the following list of emotions and the 
ways in which the maps you design can elicit these emotions in players: 
anticipation, camaraderie, exhilaration, fear, and loneliness. 


FIGURE 2.1 A map’s setting, such as this cemetery environment, can go a long way 
in evoking a particular emotional response in players. 
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Experimentation 


Multiplayer gamers relish opportunities to experiment with new 
weapons, vehicles, gameplay styles, and military tactics. A map that 
affords gamers the opportunity to experiment with different soldier 
classes, vehicles, weapons, and explosive objects and try out new things 
is likely to be replayed over and over again. 


Recommendation: Consider the six different soldier classes in Far Cry 2 
multiplayer and design maps that allow players to take advantage of the 
gameplay styles afforded by each. Also, take your cue from so-called 
“sandbox” games (such as the single-player experience in Far Cry 2) 
that encourage experimentation, by providing players with plenty of 
different ways of accomplishing objectives. 


Fairness 


Nothing makes a player madder than the feeling of unfairness that 
results from unbalanced gameplay. Players want the assurance that they 
have a fighting chance to win a match and that it is their team’s skill 
level and choices that determine the outcome of a battle, not a map’s 
failings and unbalanced gameplay. 


Recommendation: Purposefully design team-based maps that are well 
balanced—for example, where there is equity between the assets (e.g., 
vehicles and ammo stockpiles) located close to each team’s base. 


Feedback 


Video games, by their very nature, are interactive. In playing a game, the 
player and the game are constantly responding to each other's moves, 
essentially providing feedback to each other's “inputs.” Map makers 
can take advantage of this interactivity by providing clear feedback to 
players via a map’s level design. 
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Recommendation: One important way that a map provides feedback 
to players is through the slope of its terrain. To visually communicate to 
players that the side of a hill or mountain is unclimbable, ensure that 
the slope of the hillside or mountainside rises sharply, especially at its 
base, so players aren’t tempted to repeatedly try to climb the hill or 
mountain. 


Flow 


A multiplayer round typically begins slowly, ramps up over the first few 
minutes of play as the enemies move in on each other, and then unfolds 
in different ways depending on the nature of the battlefield action. In 
many ways, flow, at least in a first-person shooter context, is the result- 
ing interaction of two of the elements discussed earlier in this chapter: 
conflict and downtime. The flow of a multiplayer round can be under- 
stood (even graphed) as a measure of the level of battlefield intensity at 
different time points during a round. Although each player experiences 
their own sense of flow in a multiplayer round, the flow of a round as a 
whole can also be tracked. 


Recommendation: Purposefully design your maps with the concept of 
flow at the forefront of your mind. For example, to extend the ramp-up 
time at the start of a round (or following respawn), position each team’s 
bases and spawn points farther away from the main engagement areas. 
To quicken the flow or intensity of a match, design small maps or, on 
larger maps, provide fast-moving vehicles or reduce the distance 
between spawn points and the main engagement areas. 


Freedom 


Professional game designers use the phrase “freedom of action” to refer 
to the degree to which a game provides players with the freedom to 
make consequential and meaningful choices in terms of their in-game 
actions. Multiplayer maps can empower or inhibit a player’s freedom 
of action via the map’s layout. 
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QUICK TIP: SKETCHING A MAP 


While it is tempting to just jump in and begin building an ambitious 
map using the Far Cry 2 map editor, sometimes an offline sketch of 
a map can help you to flesh out a map’s details prior to getting 
bogged down in the technical aspects of map making. A handmade 
sketch of a map will ideally be drawn from an overhead vantage 
point of the battlespace below. Mark on the sketch the location of 
spawn points, home bases, diamond stations, control points, and the 
pathways between each. Figure 2.2 shows an example of this for 
the “State University” map | created on the Xbox 360. 


Contributed by: Mike Wedmer (aka i mzeeEVIL 1) 


— 


NIVERS | Ty Map 


FIGURE 2.2 Sketch out the plans for a map by hand before building it in the map 
editor. This is a hand drawn sketch of Mike Wedmer’'s “State University” map. 
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Recommendation: Use the road and terrain sculpting tools to provide 
players with multiple pathways to objectives. Provide players with a 
wide variety of weapon choices by strategically positioning emplaced 
weaponry and vehicle-mounted weaponry at key locations on your maps. 


Immersion 


Gamers like to feel immersed in the action. This is particularly true of 
immersive wargames, such as first-person shooters, which place players 
directly in the heat of combat, in a virtual battlefield of whizzing bullets 
and flying shrapnel—all with the aim of simulating first-hand the expe- 
rience of war. Increasingly, real-world shooters, such as Far Cry 2, are 
aiming to simulate as authentic a wargaming experience as possible. 
Special attention is particularly paid to the authenticity of the battle- 
field environments, vehicles, soldier dress, and, especially, each firearm’s 
design, handling, and recoil, etc. Although a video game can only ever 
aspire to be an abstraction of reality (i.e., a virtual experience of the 
world), the ability of a wargame to suspend a player’s disbelief is among 
the surest indicators of the game’s success in immersing players in the 
game. 


Recommendation: A rich sense of immersiveness was one of the highest 
forms of praise offered by reviewers to Far Cry 2’s single-player campaign. 
Carry this sense of immersiveness over into the multiplayer maps you 
create by designing maps that are as environmentally realistic as possi- 
ble and which do not take players out of the action or dispel their sense 
of immersion. 


Inspiration 


Every one of the dozens of player-created maps for Far Cry 2 that are 
uploaded onto PC, PlayStation 3, and Xbox 360 servers each day has the 
potential to inspire others to create their own multiplayer maps for 
the game. Far Cry 2 players who would never of their own accord consider 
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launching the map editor could well be inspired by the next map you 
create to not only launch the map editor, but also begin designing and 
uploading their own map creations. That may be a little more competi- 
tion for you, of course, but inspiring others to take up the map making 
challenge is a great contribution to the Far Cry gaming community. 


Recommendation: Experiment with a variety of different types of map 
designs in an effort to inspire yourself and other map makers to also 
experiment with the map editor and think outside the box in terms of 
map design. See Figure 2.3 for a good example of this. 


FIGURE 2.3. Buildings need not be constructed on the ground. Five floating rock 
fragments connect the structures on this map. 
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Maneuverability 


Virtually all gamers can recall times when their ability to maneuver or 
traverse a game world was limited in unexpected ways. Few gaming 
experiences are more frustrating than repeatedly jumping up and down 
along the side of a hill in the hopes of traversing it, only to slide right 
back down to the bottom. Players expect to be able to easily traverse 
obstacles, such as fences, dumpsters, and hillsides that are small or only 
modestly sloped. 


Recommendation: Unless their purpose is to demarcate boundaries, 
as shown in Figure 2.4, ensure that hillsides and mountainsides are 
climbable. Also, ensure that stacked assets, such as boxes, are climbable, 
unless their purpose is to block access. Test out the confined spaces on 
maps to ensure that players can’t get stuck in them. 


FIGURE 2.4 Sharply sloping terrain, such as the mountainside on this map, 
can be used to demarcate natural boundaries that cannot be crossed. 


Chapter2 Game Design Theory 85 


Memorability 


Think back to some of your very best memories playing video games, 
either alone or with friends. The feelings of camaraderie that often ac- 
company gaming sessions with others go a long way to making playing 
video games a memorable experience, but so too can playing a video 
game on one’s own, especially when you accomplish something you 
thought not possible or when you see something unexpected (such as a 
buffalo for the first time in Far Cry 2’s single-player campaign). Mem- 
orable gaming experiences don’t necessarily happen every day. It is 
their relative infrequency that makes them all the more memorable, for 
they are special memories that gamers treasure—sometimes for years. 


Recommendation: Design multiplayer maps that boast a unique layout 
that stands apart from other Far Cry 2 maps. Map makers can’t always 
dictate the gameplay experiences players will have, but they can make sure 
the sights players see are very memorable and worth coming back to. 


Mobility 


The kiss of death for large-scale multiplayer maps is the feeling of being 
hopelessly stranded, miles away from the action, that inevitably occurs 
when a player spawns far away from the main fight—not a single vehi- 
cle in sight. On certain large-scale tactical wargame maps, it makes 
sense for players to spawn some distance away from the primary objec- 
tive, since choosing an approach route is an important part of the tacti- 
cal wargame experience. That said, no matter what the size of a map, 
players need to feel that they can get to their destination in a reasonable 
amount of time. 


Recommendation: Provide players with vehicles to help them traverse 
long distances and/or quickly return to the main fight after respawning. 
Anticipate the pace of the gameplay you expect a map to support and 
position the spawn points and vehicles appropriately (e.g., on fast- 
paced maps, spawn points should be closer to the main fight). Unless 
there is a reason to do so (and there very well may be), don’t block the 
most direct route to an objective with a mountain that must be circled. 
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Tip 


Similar to other action games, Far Cry 2 features a number of player 
movement mechanics. Consider how the maps you design can take 
advantage of the following: sprinting, jumping, crouching, sliding, 
swimming, and strafing. For example, space out the distances between 
cover positions on a flatland map, so players can sprint and then slide 
between cover. Carve chasms into the rocky ground that players must 
jump across safely. Require players to swim across narrow straits by 
not placing a boat nearby. 


Pacing 


The pace of a multiplayer round is intimately related to the flow of its 
gameplay (as discussed earlier in this chapter). Well-paced maps combine 
moments of intense combat with moments of downtime that allow 
players and teams to get their bearings, plan, regroup, etc., after securing 
a control point, for example. 


Recommendation: To sustain a well-balanced gameplay pace, position 
key objectives, such as control points; roughly equal distance apart 
from one another. To purposefully disrupt the pace (and flow) of a 
match, bunch key objectives close together and locate a single remaining 
objective, such as a third control point, far afield from the rest of 
the objectives. 


Perspective 


Unless the game they are playing is purposefully set “on the rails,” first- 
person shooter fans expect to be able to observe and approach a target 
from a variety of different vantage points, including straight on, from 
above, from below, and/or from behind. Different types of cover (even 
different types of fences) also provide different perspectives through 
which to observe the same target. The ability to climb a ladder or a set 
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of stairs onto the roof of a building, for example, and the ability to 
climb up a hill or mountain onto its uppermost peak, provides players 
with elevated vantage points from which to view the enemy down below. 


Recommendation: For each of the critical areas on a map, purposefully 
sculpt the terrain to allow the area to be observed and surveilled from 
several different vantage points (e.g., high up, from below, and from afar). 
Use the terrain tools and various infrastructure assets to add elevated 
locations to the maps you create (e.g., ladders, multi-story buildings with 
accessible rooftops, observation towers, and mountaintop lookout points). 


Pleasure 


It may seem like an obvious point, but players seek to derive pleasure 
from their gaming experiences. Multiplayer maps that provide too 
much in the way of challenge or difficulty or which are unbalanced or 
poorly designed in other ways, reduce a player's level of pleasure, as 
well as the likelihood that the player will replay the map or seek out 
other maps created by the map’s designer. 


Recommendation: Never forget the fun factor when creating a multi- 
player map! 


Risk 


Gamers expect to face a certain degree of risk when playing a wargame. 
Indeed, the challenges players face when taking risks is one of a wargame’s 
most compelling qualities. In many ways, risk and security (discussed 
shortly) are juxtaposed against one another. A game or map that is too 
challenging asks players to take on too much risk. A game or map that 
is too easy provides players with too much protection or security. 


Recommendation: Purposefully design maps that include potential 
danger zones, such as wide-open areas close to the enemy’s team base 
that must be crossed or enemy gun emplacements that must be neu- 
tralized before proceeding further. 
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Scale 


The size and scale of a map directly impacts on a player’s gameplay ex- 
perience. Small maps that feature cramped and confined spaces may 
instill a feeling of claustrophobia in gamers, while large-scale maps can 
feel totally open and almost liberating. Regardless of its total size, a map 
can feature both small-scale and large-scale spaces nested inside of it. 
An Uprising map may feature two control points positioned very close 
to one another and to both team’s bases, plus a third control point that 
is located some distance away, thus providing a vastly different experi- 
ence of scale for those players who travel to the furthest control point. 


Recommendation: Try your hand at designing both small-scale and 
large-scale maps. Small-scale maps are the perfect testing grounds for 
quick, fast-paced pick-up-and-play rounds of Deathmatch that last 
only a few minutes and allow players to quickly level up before playing 
larger, more complex maps. 


Security 


Even though risk-taking is part and parcel of playing wargames, most 
gamers also want some assurance that there are areas on a map to 
which they can retreat should they need to heal themselves, load up on 
ammo, or simply regroup as a team. Maps that keep players always 
on their guard (e.g., because they provide so little cover and protection 
from snipers) can be overly frustrating to play. 


Recommendation: Ensure that the maps you design feature plenty of 
cover and concealment positions (both natural and built), as well as the 
protection of building interiors or relatively safe areas that players and 
squads can retreat to in order to heal and regroup. 


Structure 


Gamers want to feel that the environments they are traversing are sys- 
tematically organized in some way, that the layouts of the maps they are 
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playing have some kind of structure and thought behind them. A well- 
structured map breeds familiarity for a player who then grows increas- 
ingly comfortable with the map and is able to make tactical choices in 
anticipation of enemy moves. 


Recommendation: Lay out a map in an organized way and take care that 
critical infrastructure, ammo stockpiles, and other assets are not ran- 
domly placed without forethought. 


Tip 


A well-structured map does not equal a static or stagnant map. A 
well-structured map can still have plenty of variability in its design, 
a degree of randomness, and a certain level of unpredictability or 
surprise for the player. 


Teamwork 


Most professional game developers agree that teamwork is the most 
difficult form of competitive multiplayer gameplay to encourage. (In 
many ways, the rise of the single-player co-op mode in recent years is the 
game design industry’s response to this challenge.) Some first-person 
shooters rely on a squad-based system to encourage teamwork, but 
even in these games, many players still choose to play as lone wolfs, 
venturing into battle all on their lonesome without backup or support. 
At the end of the day, it is the individual player who chooses how he or 
she wishes to play a game. Nevertheless, map makers, through conscious 
design choices, can gently coax players to work in teams of two or 
more. 


Recommendation: On team-based maps, place vehicles that can carry the 
driver plus one or more passengers near spawn points. Also, consider 
limiting the number of avenues of approach to an objective in order to 
mass forces close together. 
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Time 


At its most basic level, the phenomenology of wargames focuses on a 
player’s experience of both time and space. The vast majority of this 
book is about space (e.g., the spatial layout of a multiplayer map), but 
the layout of a map, especially the proximity of team bases, spawn 
points, diamond stations, and control points to each other, also directly 
impacts on a player’s experience of time (e.g., the travel time to the next 
objective or the time on target when rushing to engage the enemy). 


Recommendation: Honor a player’s time by making every moment 
count during a multiplayer match. Position spawn points only as far 
away from the main fight as they need to be. For the longer routes on a 
map, punctuate the landscape with interesting sights (e.g., unusual ter- 
rain deformations or ruins) for players to look at as they make their 
way to an objective. 


MAP MAKING GENRES 


Far Cry 2 map making is all about choices. As a map designer, you 
choose the settings and scenarios for your maps. You also sculpt the 
terrain and choose where to position key assets, such as vehicles, emplaced 
weaponry, and ammo stockpiles. Other important design choices should 
also be made with a degree of forethought. These include: a map’s 
genre; whether a map is designed for single-player or multiplayer 
gameplay; the main audience for a map (e.g., casual or hardcore); anda 
map’s setting (e.g., a real world or fantasy environment). 


Single-Player vs. Multiplayer: Will my map be designed for single- 
player or multiplayer gameplay? The norm for Far Cry 2 maps is, of 
course, multiplayer, which requires that the map designer account for 
the freedom of action that multiplayer gameplay allows. In sharp con- 
trast to single-player game design, competitive multiplayer game design 
cannot (in general) rely on cut scenes, scripted actions, or checkpoints 
that must be crossed before players can proceed to the next gameplay 
objective. Multiplayer map design instead needs to account for the fact 
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that the gameplay is very likely to unfold in different ways each time a 
map is played. For example, whereas much of the battlefield action may 
occur in one area of the map on first play, the action may well unfold in 
a far different area of the map on second play. 


(oi 
‘Tip 


The single-player vs. multiplayer choice may seem like a moot ques- 
tion in light of the fact that the Far Cry 2 map editor supports only 
the creation of multiplayer maps, but, as will be noted, some genres 
of maps (e.g., platform maps) can in fact be designed for offline play 
on one’s own. To play a player-created map offline: 


1. Download it, 
2. Open it in the map editor, and 


3. Press the Test button to enter Test mode and preview and “play” 
the map. 


Casual vs. Hardcore: Will my map be designed for the casual player, 
who is looking for a fun and fast-paced, but not overly challenging 
pick-up-and-play game, or the hardcore gamer, who is looking for a 
tactically challenging game that requires advanced tactical skills, level- 
ing up, constant communication, and team play? Consider how accessible 
the maps you create will be to novice or inexperienced players (e.g., how 
long will it take someone to become familiar with a map’s layout?) or 
forgo the novice gamer altogether and instead target hardcore gamers 
who routinely level up quickly, so they can take advantage of the more 
advanced and obscure weapons in Far Cry 2 (e.g., improvised explosive 
devices). 


Real World vs. Fantasy: Will my map be set in a real-world environment 
(e.g., the African landscape) or a fantasy environment that uses the Far 
Cry 2 map editor assets in some unique or fanciful way? Virtually all of 
the map editor assets are geared to the creation of real-world environments 
(not sci-fi settings), but these assets (as well as the terrain sculpting 
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tools) can be repurposed to create fantasy maps set on floating plat- 
forms or in otherworldly places. 


Interior vs. Exterior: Will my map primarily be set inside or outside, or 
will it instead allow players to move freely between interior and exterior 
spaces? The phenomenological experience of playing an interior map 
that is closed off from the outside world and rigidly structured in terms 
of rooms and corridors is sharply different to the subjective experience 
of playing an exterior map that is wide open and navigable in various 
ways. The choice of an interior vs. an exterior environment impacts di- 
rectly on the gameplay tactics likely to be used (e.g., interior maps favor 
close-quarter combat), the soldier classes that players are likely to 
choose (e.g., exterior maps often favor snipers), and the flow of the 
gameplay (e.g., interior maps tend to be faster paced). 


Linear vs. Non-Linear: Will my map be designed with linear or non- 
linear gameplay in mind? Linear maps tend to emphasize head-on en- 
counters between enemy forces with clear and direct routes between 
engagement areas. On such maps, it is difficult to avoid, evade, or pos- 
sibly even flank the enemy, as the map’s level design encourages direct 
head-to-head encounters, rather than avoidance tactics. In sharp con- 
trast, non-linear maps feature multiple pathways between objectives, 
including a variety of avenues of approach that allow for avoidance, 
evasion, and flanking tactics. Non-linear maps also tend to allow objec- 
tives to be completed in any order. 


In addition to the above dichotomies, most multiplayer maps can be 
categorized according to the video game genre to which they belong. 
(Some maps are hybrids that incorporate elements from multiple gen- 
res.) The following discussion highlights several of the distinct genres 
(i.e., types) of maps that can be created with the Far Cry 2 map editor. 


Tactical Maps 


Tactical maps require or encourage military strategy, well-honed plans, 
constant communication, team play, and squad tactics. Tactical maps 
are characterized by well-planned level design that takes a wide variety 
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of military factors into account. These include multiple pathways to 
objectives, the precise positioning of ammo stockpiles and other critical 
assets, and the strategic use of cover. 


Note 


Chapters 4, 5, and 6 focus squarely on the design of tactical wargame 
maps that draw heavily from the disciplines of military science, mili- 
tary geography, urban warfare, and special operations. 


Stealth Maps 


Stealth maps encourage evasion tactics, sneaking around, and indirect 
(or altogether avoided) encounters with the enemy. The use of cover 
and concealment tactics is critical. Slow and methodical gameplay, 
crouch walking, and continuous reconnaissance of suspected enemy 
positions are common gameplay strategies. Low light (e.g., nighttime) 
maps are particularly conducive to stealth maps. 


Skirmish Maps 


Skirmish maps encourage fast gameplay and quick reflexes. Skirmish 
maps are designed for fast pick-up-and-play action. They typically fea- 
ture tight and confined spaces designed to maximize contact with the 
enemy. Since contact with the enemy is frequent, skirmish maps are 
often useful as training maps. In player matches, skirmish maps are also 
useful for leveling up quickly. 


Arena Maps 


Arena maps are set in well-defined small to mid-sized spaces with clearly 
demarcated boundaries (that may house spectator viewing stands) around 
the perimeter of the fighting area. Originally based on the gladiator 
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arenas of the Ancient world, arena maps have a long and distinguished 
history within the first-person shooter genre. They tend to support fast 
run-’n’-gun action and quick reflexes. Team-based arena maps are very 
often (but not always) symmetrical in layout, so as to ensure balanced 
gameplay. 


Platform Maps 


Platform maps require players to traverse raised platforms, obstacles, 
and other obstructions using a variety of gameplay mechanics, espe- 
cially well-timed jumps from platform to platform. The precise layout 
of a platform map is absolutely critical. Assets must often be precisely 
positioned, rotated, and offset from each other just so. Testing these 
elements in-game is critical (and very often time-consuming). Platform 
maps tend to feature sharp differences in elevation between levels. A 
fall or missed jump can often lead to death. 


The map editor can be used to create compelling single-player plat- 
form maps that challenge players, working on their own, to traverse 
an environment. Such maps can be downloaded by gamers and played 
offline via the map editor. Platform elements can also be integrated 
into traditional multiplayer maps. 


— —___* i i — a 


Historical Maps 


Historical maps are set in historical time periods. They sometimes 
re-create famous battles from historical wars (e.g., the D-Day landing 
during World War II). Although Far Cry 2 does not feature historical 
weaponry per se, it is certainly possible to use the map editor’s terrain 
tools to re-create the topography and battlespace upon which a famous 
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historical battle was fought. (Search the Web for topographic data and 
photos related to a historical battlefield you wish to re-create.) Many of 
the buildings and other assets in the map editor also feature a tradi- 
tional and/or aged aesthetic that can serve historical maps well. 


Tribute Maps 


Tribute maps are maps that are exact duplicates of, inspired by, or 
which pay homage to existing video game maps. Perhaps you have a 
favorite Far Cry 2 (or Far Cry 1) map that you would like to re-create 
quadrant for quadrant or offer a new take on. Or perhaps you would 
like to re-create a favorite map from another Ubisoft or third-party 
game, such as Ghost Recon®, Rainbow Six®, or Splinter Cell®. 


Sandbox Maps 


Sandbox maps feature a wide variety of gameplay options with no 
specific organization of objectives. A sandbox map is not necessarily 
meant to be competed on, but rather explored, experimented with, and 
exploited in various ways (e.g., by performing stunts). Sandbox maps 
typically feature the widest variety of emplaced weaponry, explosive 
objects, vehicles, ramps, and other assets for players to experiment and 
have fun with. 


Exploration Maps 


Exploration maps encourage exploration and discovery, instead of 
fighting and competition. Exploration maps often feature diverse 
landscapes that have been sculpted with aesthetic beauty (rather than 
competitive gameplay) in mind. Many exploration maps also feature 
“pick ups” and secrets that are scattered throughout the map, awaiting 
discovery by the player. 
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Tip 


It is a misnomer that the Far Cry 2 map editor can only be used to 
es create intensely competitive multiplayer maps. Put away your guns 
and instead use the map editor purely as a landscape design tool. 
Create a contemplative single-player map that invites exploration 
and reflection. If you are using an Xbox 360, play an orchestral or 
New Age custom soundtrack in the background as you explore the 
landscape you have created. Meander in a fishing boat along a river. 
Climb a mountain and then gaze across the beauty of your landscape 
design. Playfully slide down a hillside to the valley below. Add 
paragliders to your map so players can gently fly across the landscape 
and enjoy the sights from the air, as shown in Figure 2.5. 


FIGURE 2.5 Admire your landscape creation as you fly a paraglider high in the sky. 
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QUICK TIP: THINGS TO KEEP IN MIND 2 


Here are a number of important points to keep in mind when 
designing maps: 


> Join one or more online communities devoted to Far Cry 
map making. 


> Explore as many player-created maps as you can, allowing 
the creations of others to inspire you. 


> Think outside the box in terms of your own map designs. 

> Repurpose the objects in the map editor (particularly the 
simple ones, like iron beams) to build new structures, such 
as the one shown in Figure 2.6. 


> Ensure that your maps are both attractive to look at and fun 
to play on. 


> Pay close attention to the little details, including the precise 
positioning of objects. 


> Take breaks from the map editor. Return some time later 
with a fresh set of eyes. 


> Optimize the design of your maps in order to ensure they 
don't suffer framerate slowdowns. 


> Play test your maps with others. 
> Promote your maps online. 


Contributed by: Rob Quinn (aka shapelessform) 
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FIGURE 2.6 Brand-new structures can be built in me map editor by combining girders, 
beams, and other structural assets. 


THE ELEMENTS OF WARGAME DESIGN 


As an ever popular sub-genre within the FPS genre, wargame shooters, 
such as Far Cry 2, incorporate many of the elements common to all 
video games (e.g., aesthetics), as well as a number of genre-specific ele- 
ments that are unique to military-themed shooters. 


The alphabetical list below, and the accompanying questions and expla- 
nations, by no means offer an exhaustive review of all of the elements of 
wargame design. Indeed, entire books have been devoted to the topic 
of game design theory. (Refer to the bibliography at the end of this 
book for a few recommendations.) What can only be hinted at here is a 
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sampling of the diverse range of game design considerations that you 
should keep in mind when designing multiplayer maps. As you lay out 
your maps, as you think about the placement of team bases, military 
outposts, ammo stockpiles, and other assets, and as you consider the 
distances between objectives and many other design choices, reflect on 
and consider the following game design principles. 


Advantage 


Are my maps balanced? Or do the layouts of my maps give one side in 
team-based battles a clear advantage over the other side from the outset? 


On a typical map, neither team should start out with a clear advantage 
over the other. Rather, player skill, team communication, and tacti- 
cally sound decision-making should, over the course of a multiplayer 
round, give one team the upper hand, putting the opposing team on 
the defensive. 


Ambience 


Are my maps evocative and atmospheric? Have they been purposefully 
designed to elicit a specific emotional response in players? 


The ambience (or atmosphere or mood) of a map is determined by a 
number of factors, including the weather conditions and time-of-day 
settings. 


The amount of vegetation cover on a map can also affect a map’s 
ambience. Compare, for example, the ambience of a wide-open desert 


environment, with the midday sun beaming down, with that of a 
densely vegetated, even claustrophobic, jungle environment at night. 
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Aesthetics 


Are my maps beautiful and attractive to look at? Are they a joy to immerse 
oneself in? 


The aesthetics of a map can be judged purely on an artistic level, quite 
apart from the map’s gameplay potential. A map’s aesthetics are 
sometimes related to its perceived symmetry, spatial beauty, architecture, 
interior and exterior decor, and/or its adherence to the elements of visual 
design in general (e.g., line, color, shape, form, texture, and pattern). 


Audience 


Who is the audience for my maps? Is it the casual gamer who is looking 
for a quick pick-up-and-play Deathmatch round that only lasts for a 
few minutes? Or is my audience instead the hardcore gamer who is 
looking for a long, sustained, and complex battle that rewards shrewd 
tactics, constant team communication, and patience? 


Casual gamers tend to favor smaller maps and familiar multiplayer 
modes that feature straightforward objectives (e.g., Deathmatch and 
Team Deathmatch). Players are able to instantly jump into such matches 
and rank up quickly. Hardcore gamers, on the other hand, tend to 
favor larger maps and squad-based combat that feature multiple objec- 
tives. The rounds on such maps may last for some time (e.g., Capture 
the Diamond and Uprising matches). 


Balance 


Are my maps balanced? For example, do my maps provide each team 
with roughly the same level of total firepower and number and quality 
of vehicles to draw on at the start of a round? 


Balanced gameplay does not necessarily equal symmetrical map design. 
Professional game developers use the term asymmetrical design to refer 
to multiplayer map design that varies the layout of each team’s starting 
territory on a map. Asymmetrical design also provides each team with a 
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differentiated set of assets to draw on at the start of a match. Although 
each side in a battle may have access to different gun emplacements and 
vehicles at their respective team bases, neither team should have a marked 
advantage over the other team when each team’s total firepower and 
vehicle strength is added up. 


Tip 


The classic example of an asymmetrical map locates a defending team 
9 inside a protected installation (e.g., a military base) and an unprotected 
attacking team with extra firepower outside the installation. The first 
task of the attacking team is to break through (or infiltrate) the defend- 
ing team’s installation in order to gain access to the critical assets located 
inside, This is an example of an attack-and-defend multiplayer scenario. 


QUICK TIP: BALANCING MAPS 


To create a balanced map, you do not have to design a symmetrical layout where 
the challenge faced by one team is essentially the same as the challenge faced by the 
other team. Symmetrical maps essentially divide the battlefield into two halves, 
each with virtually the same structures, objects, and terrain positioned and laid out 
in exactly the same way. Instead of creating symmetrical maps, design asymmetri- 
cal maps where each side has access to different assets, but you have balanced 
the degree of difficulty for each side (i.e., different challenges, similar difficulty). 
For example, create a map with two opposing team bases. One base is a large fort, 
the other a jumble of large rocks. The two bases are separated by an open plain. 
While the team in the fort can dominate the plain from afar (due to the advantage 
of elevation), the rocks and deep shadows they cast can hide and protect the 
lower team’s snipers. Meanwhile, the silhouettes of the players on the roof of 
the fort are clearly visible against the sky. It’s all a matter of checks and balances. 


Contributed by: Charles Watkins (aka UnearthlyWatch) 
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Barriers and Boundaries 


Are the boundaries of my maps clearly demarcated? Have | erected 
impassable barriers (both natural and built) that make it impossible for 
players to gain access to the out-of-bounds areas of my maps? Are these 
barriers seamlessly integrated into the design of my maps‘ 


The natural terrain (e.g., sloping mountain sides) on maps can be pur- 
posefully sculpted to restrict access to out-of-bounds areas. So too, 
built assets, such as walls and fences, can be positioned to block off 
access to the out-of-bounds areas on urban maps. 


Creativity 


Do my maps show evidence of creativity? Do they offer up something 
new that Far Cry 2 players have not seen or experienced before? 


At the end of the day, gamers want to be dazzled and entertained by the 
multiplayer maps they play. The best way to market yourself as a map 
maker is to design creative maps with solid gameplay that cause Far Cry 
2 gamers who play your maps to actively look for other maps you've 
designed. 


Difficulty Curve 


Do my maps slowly ramp up in terms of difficulty? Do they slowly ease 
in the novice player but reward the experienced player? To paraphrase 
a well-known axiom, are my maps easy to play, but difficult to master? 


Through visual cues, signage, and directional indicators, maps can be 
made more accessible to new players who may not be familiar with 
their layout. The main routes and pathways on a map that lead to the 
primary objectives should ideally be clear to even the most novice play- 
ers who are playing the map for the first time. Secondary routes and 
secret locations that give more experienced players an edge can also be 
incorporated onto maps as a reward for players who play the map re- 
peatedly and explore the map’s terrain to its fullest. 
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Emergent Gameplay 


Do my maps support emergent gameplay? Do they encourage gamers 
to take risks and try out new things? 


Emergent gameplay refers to the ways in which players make a video 
game their own by experimenting with (or even inventing) new forms 
of gameplay or in-game experiences that, in some cases, may not have 
even been anticipated by the game’s developers. In the case of Far Cry 2 
maps, adding a variety of explosive objects to a map (the gameplay results 
are shown in Figure 2.7), as well as a variety of emplaced weaponry and 
vehicles for gamers to experiment with, can lead to emergent gameplay. 
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FIGURE 2.7. On maps with plenty of explosive objects, the action is both explosive 
and thrilling. 
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Exploration 


Do my maps encourage players to explore the terrain? Or do they in- 
stead channel players down a particular route, much like an “on the 
rails” shooter? 


Although it is not necessary for every multiplayer map to encourage 
player exploration, a map that is worth exploring offers a real bonus to 
players. Exploration often leads to emergent gameplay. Hence, these 
two elements of design often go hand-in-hand. 


Tip 


You can encourage player exploration on a map by adding secondary 
and off-road pathways between objectives, different levels (eleva- 
tions) of accessible terrain, and secrets hidden throughout the map 
(e.g., ammo stockpiles in out-of-the-way places). 


Functionality : 


Are my maps functional? In short, do they do their jobs as settings for 
engaging multiplayer matches? 


Sometimes, even a well-designed map simply doesn’t play well when it 
comes to a particular style of multiplayer gameplay. It is important to 
keep in mind that a map’s layout may be well suited for one type of 
multiplayer gameplay (e.g., Deathmatch) and completely unsuitable 
for another type of multiplayer gameplay (e.g., an Uprising match), 
even if the map has been properly validated by the map editor for both 
multiplayer modes. 


Goals and Objectives 


Do the layouts of my maps support the primary goals and objectives of 
the multiplayer mode(s) they have been designed for? Or do my maps 
instead get in the way of the player achieving the primary goals? 


? 
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Tip 


One sure way to disrupt the ability of a team to achieve the primary 
objective in a Capture the Diamond match is to “hide” the opposing 
team’s diamonds in a location that is totally inaccessible or otherwise 
very difficult to find. Avoid doing this at all costs. 


Intercept Points 


Do my maps feature a number of intercept points where | can expect 
the players on opposing teams to engage each other in battle? 


For most players, by far the most rewarding gameplay experiences 
occur when they are engaging the enemy, either close up or from afar. 
Multiplayer maps should feature plenty of locations where players can 
expect to meet up with and face the enemy. Intercept points include 
strategic locations, such as diamond stations and control points, but 
also the main routes between objectives, road intersections, town 
squares, and potential ambush sites. 


Landmarks 


Do my maps feature recognizable landmarks that help players navigate 
the map? Can these landmarks be seen from some distance away? 


Although the heads-up display in Far Cry 2 provides players with clear 
directional indicators, the map itself should, where possible, help play- 
ers to orient themselves (especially after a particularly intense fight, 
which may leave a player somewhat disoriented and trying to get their 
bearings). Maps should feature natural and manmade landmarks that 
players can recognize as familiar when they repeatedly travel a route 
(e.g., an unusual rock formation or some ruins). Positioning landmarks 
along a well-traveled route at regular intervals can also help players 
judge the distance and travel time between objectives. 
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Signs that designate an area as belonging to one of the two factions in 
Far Cry 2—the APR or the UFLL—are among the hundreds of assets 
that can be added to a multiplayer map. 


—_— 
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Levels and Elevation 


Do my maps include different levels of elevation that players can climb 
up to? Do my rural maps feature pathways leading up to the plateaus of 
hills and mountains? Do my urban maps feature multi-story buildings, 
accessible rooftops, and ladders? 


Try to incorporate at least three levels of accessible elevation onto 
each map you create, as shown in Figure 2.8. These levels (in ascending 
order) could include: underwater entrances to enemy compounds; 
ground and street level; the upper floors and windows of building 
interiors; the exterior rooftops of buildings; hilltop plateaus; and 
paraglider-equipped mountaintop peaks. 


= - la m cae 


Mobility 


Do my larger maps enable players to quickly get mobile by hopping into 
a waiting vehicle? Or do my maps instead leave players stranded when 
they respawn, too far from the main fight to walk, with no vehicle in sight? 


Spawn points positioned too far from the main fight can severely dis- 
rupt the flow of a match, making being fragged just too high a price to 
pay, as it takes players out of the fight for too long a time. On larger 
maps, longer travel times between objectives are to be expected, but, 
even then, players expect to find reasonably speedy means of trans- 
portation available to them at or near spawn points. 
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FIGURE 2.8 This map incorporates at least three levels of elevation: the ground, 
the bridges, and the tower. 


Navigation 


Are my maps easily navigated by players? Or are my maps too convo- 
luted or haphazard in their design to be navigated without difficulty? 


One of the surest signs that a multiplayer map has been quickly thrown 
together is the difficulty players have in navigating it. Taking the time 
to carefully plan the layout of a map early on pays off in terms of easy 
navigation later on. 


Optimization 


Are my maps optimized for online play? In designing my maps, have | 
used the optimization tools in the map editor (e.g., the occlusion blocks) 
to make the gameplay as smooth as possible? 
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Tip 


Before uploading the final version of a map, consider play testing the 
map online with friends (the ideal focus group) in order to test how 
well optimized the map is in real-world multiplayer conditions. Also, 
ask for your friends’ constructive feedback. 


Pathways 


Do my maps include clear pathways between objectives? Do these path- 
ways help players navigate the map? 


Chapter 4 focuses in part on the design of pathways between objectives, 
including: direct, indirect, and non-linear routes, main roads and sec- 
ondary roads, off-road and forged pathways, and waterways. 


Randomness 


Do my maps incorporate random elements that make them interesting 
to explore and travel through? Or are my maps essentially sterile or 
uninteresting environments that offer players few visual surprises? 


Players appreciate a certain degree of unpredictability and randomness 
on the maps they play. As important as it is to structure a map’s layout, 
overstructuring a map can result in interior and exterior spaces that are 
so geometric and rigid in their layout that any sense of unpredictability 
and aesthetic diversity is lost. 


Realism 


Are my maps realistic in terms of their physical geography (Chapter 3) 
and urban design (Chapter 5)? Do my maps offer players a relatively 
authentic experience of what it would be like to visit the same location 
in the real world? 
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Video games are by their very nature abstractions of reality, but that 
doesn’t mean they can’t aim for authenticity in terms of how well they 
simulate the real world. Such is true of Far Cry 2 with its realistic-looking 
terrain, vegetation systems, and hundreds of infrastructure assets that 
allow map makers to create very realistic-looking environments. 


Replayability 


Are my maps replayable? Do they offer returning players a new game- 
play experience different from the last? 


There is an old joke that every mushroom is edible once (even the poi- 
sonous ones). The same is true of maps in terms of their playability. In 
order to get a map hosted by others for multiple rounds, it is necessary 
to make the map compelling, so players will want to replay it multiple 
times because there is so much more about the map to discover. 


Scenario and Back Story 


Do my maps offer some semblance of a scenario or back story that is 
revealed through the map’s layout or the gameplay it promotes? 


While a multiplayer map can rarely offer players the storytelling depth 
of a single-player campaign, a map’s name, its layout, and the type(s) of 
gameplay it promotes can, on their own, hint at a back story. 


Consider a few of the special operation scenarios outlined in Chapter 6. 
How might the layout of a low-light or amphibious operations map 
help to elucidate a particular scenario or back story? & 
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Side Quests 


Do my maps feature side quests that players can choose to embark on? 
Do these side quests in some way support the main fight? 


Side quests are a staple of open-world sandbox games, such as Far Cry 
2's single-player campaign, but side quests can also be incorporated 
onto multiplayer maps as entertaining diversions that offer players a 
change of pace from the main gameplay. (Ideally, side quests still 
support, if only indirectly, the main gameplay.) Examples of side quests 
include: searching for ammo stockpiles (and other secret locations) 
that are positioned some distance away from the main fight; stealing 
vehicles from the enemy’s team base; climbing onto the peaks of moun- 
tains to find the perfect sniping point; and (of course) paragliding. 


Skill Level 


Do my maps appeal to gamers with a variety of skill levels? Can both 
the novice and experienced player find enjoyment in playing my maps? 


Although they may tackle a map in dramatically different ways, both 
novice and experienced players can derive satisfaction from the same 
map. For example, maps that feature two routes to the same objec- 
tive—a route that is longer, but safer, and one that is shorter, but 
riskier, can accommodate the needs and challenges sought after by 
both novice and experienced gamers. 


Symmetrical Design 


Are my maps symmetrically designed? Do the layouts of my maps ensure 
that there is one-for-one equality between the assets given to each team? 


In an effort to give neither team a clear advantage from the outset, 
multiplayer maps have historically been very nearly symmetrical in 
design. On symmetrical maps, each team’s base is located equal dis- 
tance from the center point of the map, and the terrain elements that 
cover each team’s territory are essentially identical to one another. In short, 
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one team’s territory is a mirror image of the other team’s. On symmet- 
rical maps, each team is also provided with the very same assets (e.g., 
emplaced weaponry, ammo stockpiles, and vehicles) at the outset of a 
round. 


As noted in the “Balance” section earlier, asymmetrical design purpose- 
fully skirts the need to lay out a map symmetrically. On an asymmetri- 
cal map, each team’s territory differs in its layout. Also, each team has 
access to different assets, but the degree of difficulty for each team 
has been balanced. Asymmetrical map design is the norm today. 


Teamwork 


Do my maps promote teamwork? Do they encourage players on the same 
team to support one another, back each other up, and travel together? 


It was noted earlier in this chapter that teamwork is one of the most 
difficult forms of multiplayer gameplay to encourage. Ideally, during 
team-based matches, players will support and back each other by, for 
example, traveling in squads or teams of two, using flanking tactics, 
and healing fallen comrades. Map makers can support teamwork by 
purposefully sculpting the terrain on maps to mass forces close together 
(e.g., by channeling movement down a single mountain pass). 


Variety 


Do my maps offer players plenty of gameplay variety? Do they feature a 
wide selection of geographical landforms, built infrastructure elements, 
emplaced weaponry, and vehicles that players can interact with? 


Multiplayer maps should ideally open up, rather than restrict the vari- 
ety of ways in which an objective can be approached, surveilled, infil- 
trated, attacked, and secured. On urban maps, one of the surest ways to 
support gameplay variety is to add military and industrial compounds 
that feature multiple points of entry (e.g., a front entrance, a back gate, 
a broken fence, and/or a scalable wall). 
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Waypoints 


Do my maps provide players with waypoints along the way to distant 
objectives? Are the longer routes on my maps broken down into sec- 
tions, each demarcated by its own waypoint? 


Waypoints are a staple of single-player action games where a scripted 
mission requires players to move from waypoint to waypoint, fighting 
enemies, collecting documents, and completing other gameplay tasks 
along the way. (Waypoints often appear as blips on a heads-up display's 
mini-map.) In multiplayer games, waypoints (similar to landmarks) 
can be useful as navigation aids that break up a journey over longer 
routes. 


QUICK TIP: THINGS TO KEEP IN MIND 3 


Here are three important points to keep in mind when designing 
maps: 


> Before designing your first map, take some time to familiar- 
ize yourself with the map editor's various tools and features. 


» As the designer of a map, you know the map’s layout best. 
As you walk around the map, ask yourself what it would be 
like to play the map for the first time. 


» Append the word “beta” to the end of a map’s name before 
uploading it to play test with others. 


Contributed by: Paul Gray (aka Snowboarder365) 
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COMBAT OPERATIONS 


At the end of the day, the maps you design need to support compelling 
gameplay that keeps players coming back for more. In the case of tacti- 
cal wargame maps, this translates into compelling combat scenarios 
that task individual players—working alone, with a buddy, in squads, or 
as a full team—with specific objectives to accomplish on the way to ful- 
filling the main objective of a multiplayer round (i.e., winning the fight). 


Below is a selection of some of the most common combat operations 
featured in both single-player and multiplayer wargames. As you review 
this list, think about the various ways in which a Far Cry 2 multiplayer 
map could be made to support a few of these operations. For example, 
how could a map be designed to support an ambush, barricade, infiltrate, 
reconnoiter, or sabotage operation? 


abort avoid camp 
acquire back up capitulate 
advance barrage catch 

airlift barricade channel 
alert besiege charge 
ambush block clean up 
annex blockade clear 
annihilate blow up conceal 
approach bombard concentrate 
arm breach confiscate 
assassinate break away consolidate 
assault break contact contact 
assemble break through contain 
attack break up converge 
augment bypass counterattack 
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countermine 
cover 

cross 

crouch 

cut and run 
cut off 
de-arm 
decapitate 
deceive 
defeat 
defend 
defend against 
defer 
degrade 
delay 
demonstrate 
deny 
deploy 
destroy 
detect 

deter 

dig in 
disarm 
disengage 
disperse 
displace 


disrupt 
divert 
eliminate 
embargo 
emplace 
employ 
encircle 
engage 
enter 
entrench 
envelop 
erode 
escape 
escort 
evacuate 
evade 
exfiltrate 
exhaust — 
expedite 
exploit 
expose 
extend 
extract 
fall back 
feign 
fight 


fire 

fire on 
fix 

flank 
follow 
fortify 
guard 
harass 
hide 
hold 
identify 
impair 
impede 
incapacitate 
infiltrate 
inspect 
intervene 
invade 
isolate 
join up 
lay siege 
leapfrog 
leverage 
light up 
locate 


maneuver 


map 
mark 
marshal 
mass 
meet 
monitor 
mop up 
mount 
move 
navigate 
neutralize 
obscure 
observe 
outflank 
overrun 
overtake 
overwatch 
pacify 
pass 
patrol 
penetrate 
pin down 
pinpoint 
position 
preempt 


prevent 
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probe 
protect 
pursue 
quarantine 
raid 

rearm 

rebel 
reconnoiter 
reconstitute 
recover 
redeploy 
regain 
reinforce 
relieve 
rendezvous 
reorganize 
repel 
report 
rescue 
resist 
respond 
restrain 
resupply 
retain 
retire 


retreat 
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rout 

rush 
sabotage 
salvage 
sanitize 
scale 
scout 
screen 
search 
search and destroy 
search and rescue 
secure 
seize 
shadow 
shield 
shift 
signal 
slow down 
snipe 

split up 
spoil 

spot 
stabilize 
stage 
stand fast 


stay behind 
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strafe surveil track 
strengthen survey train 
strike survive traverse 
subvert suspend turn 
supply sweep validate 
support synchronize verify 
suppress target withdraw 


THE MAP DESIGN PROCESS 


In the professional world of game development, regardless of the genre 
of video game they are working on, game developers often follow a very 
similar series of steps in designing a new video game. In general, these 
steps include: 


a 


Generating an idea for a game. By conducting market research and/or 
by coming up with a new take on.a proven idea (or a brand-new 
gameplay idea altogether), game designers can bring to market a 
game that is both original and appealing to gamers. 


. Pitching the idea to others. Pitches are particularly aimed at those 


who will authorize and fund the game’s development. 


. Choosing a game engine. Sometimes game developers will design 


their own game engine from scratch. (Such was the case with the 
Far Cry 2 game engine, which features very little code from the 
original Far Cry game.) 


. Collecting and designing the assets for the game. The potential assets 


for a video game include 3D characters and models, textures, dialog 
snippets, sound effects, and many, many other types of media. 


. Programming the gameplay. This is very often one of the most time- 


consuming steps in the development process (and, of course, it 
usually requires a whole team of C++ coders). Plenty of testing and 
tweaking is required. 
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6. Testing the game. Professional game studios employ quality assurance 
testers who act as play testers for the game, searching for ways to 
crash, exploit, and get stuck in the game (among other things) in an 
effort to improve the game before it is released to the public. 


7. Distributing and marketing the game. Game developers need to secure 
the commitments of publishers who will distribute and market their 
game, making sure it reaches as many retail channels as possible 
and gets plenty of advertising support. 


To get some idea of all the hard work that went into the development 
of Far Cry 2, browse the credits for the game (under the main menu). 
Hundreds of individuals, ranging from audio recorders (some of 
whom captured sounds on site in Africa) to quality assurance testers, 
contributed to the game’s development over several years. & 


One of the things that makes designing Far Cry maps so appealing is 
that so much of the above work is already done for you. Consider each 
of the steps above. Step 1 still applies, as it is definitely advisable to 
come up with an original idea for each of your maps—an idea that sets 
your map apart from most of the other maps hosted online. However, 
step 2 surely does not apply, for designing Far Cry 2 maps (thankfully) 
does not require you to secure funding. (That said, pitching your map 
ideas to others before pursuing them is still a very good idea.) 


Similarly, steps 3 and 4 do not apply. Having chosen to use the map edi- 
tor that ships with Far Cry 2, you have already chosen a game engine to 
work with. Choosing the Far Cry 2 map editor also gives you immediate 
access to hundreds of assets (essentially, most of the in-game assets that 
ship with the multiplayer part of the game), so there is no need to design 
or purchase your own models and media. (It cannot be overemphasized 
how huge a cost and time savings this Is.) 
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An even bigger time savings is the lack of any need for you to program 
the gameplay itself (step 5). Play testing the maps you create (step 6) Is 
still important, however. For example, you don’t want players to get 
stuck on the maps you create, unable to dislodge themselves from in 
between a rock crevice. Step 7 is partially done for you. The uploading 
process that allows you to share your maps with the rest of the Far Cry 
2 community seamlessly takes care of your map’s distribution needs. 
However, if you wish to convince others to host, download, and play 
your maps online, you still need to market the maps you create. 


With the above in mind, following are some basic strategies for moving 
through the steps of the game development process that are relevant to 
the design of multiplayer maps. 


1. Exploring and Experimenting 


Start by exploring and experimenting with the map editor. Don’t create 
your first map(s) with ambitious goals for transforming the world of 
Far Cry map making. Start off modestly, by creating small maps that 
test out the different features and tools available in the map editor. 


Make it your goal to experiment with each map editor function, rang- 
ing from the various settings that can be modified in the map editor 
(as discussed in the previous chapter) to the various ways terrain can 
be sculpted. Then, preview the map and test out the changes you have 
made. 


Tip 


All the while, as you are exploring and experimenting, play other 
maps designed by Far Cry 2 map makers around the world. Down- 
load the maps you enjoy playing the most and open them up in the 
map editor to learn more about how they were put together. 
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2. Planning and Prioritizing 


Develop the initial plans for a first map that you would like to design, 
upload, and host online. Hold off on any ambitious plans that you may 
have for a map at this point and instead plan for a small, modestly sized 
map that is perhaps made for Deathmatch or Team Deathmatch play, 
arguably the two least complex game modes. (You can always adapt a 
map you have saved to work with the other multiplayer modes later 
on.) Focus your design efforts on a rural map rather than a complex 
urban map that features lots of small detailed objects that must be care- 
fully positioned and oriented to each other just so. 


Consider sketching out the plans for your first map on paper, including 
the locations of key assets, such as team bases, ammo stockpiles, and 
spawn points. Carefully consider the distance between spawn points, 
the nature of the topography (e.g., flat, rough, or sloping), and the 
most likely routes for roads and other pathways. 


3. Drafting and Designing 


Begin building the map in the map editor. Start by using the Wilderness 
Generator feature (if appropriate) to generate the base terrain for the 
map. Then, modify the terrain using the various Terrain tools to sculpt 
the landform into something that closely resembles your initial plans 
for the map. (Let your original plans for the map evolve at this point, as 
you discover new possibilities for the map.) Next, paint and texturize 
the terrain, and add small shrubs and rocks using the collection system. 
Also, add roads and large objects (e.g., buildings and vehicles), but 
don’t add smaller objects that will clutter the map (making editing 
more difficult) until the map is closer to completion. If you know the 
time of day and weather conditions you would like to set for the map, 
specify them now. 
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For nighttime and/or overcast maps, you will probably find it helpful 
to set the time of day and weather conditions after you have finished 
designing the map. However, you should temporarily set up these 
parameters when testing the map, in order to experience the same 
environmental conditions players will. 


As you create your map, focus both on the design of the map’s physical 
geography (Chapter 3) and the tactical opportunities afforded by 
that geography (Chapter 4). Try to incorporate three or four different 
types of landforms onto the first map you create, all along keeping in 
mind both the aesthetic and gameplay value of each design choice 
you make. 


4. Testing and Tweaking 


Once your map is beginning to near completion, begin testing it using 
the map editor’s Test mode. Explore every area of the map, looking 
especially for locations at which players might get stuck, unnecessarily 
stray out of bounds, or lose their bearings, etc. Also, set the playable 
zone at this time. 


Only once you are happy with the general layout of the map and the 
larger objects on it, begin to add the smaller objects that lend realism 
and variety to the map (e.g., signs, furniture, and debris). Test the map 
again with these smaller objects in place. 


1G, eer] 


One of the most common mistakes that map makers make is getting 
side tracked and fixated on the painstaking task of populating and 
positioning smaller objects on each sector of a map. The placement 
of some smaller objects (such as exploding barrels) may be critically 
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important, but their addition to a map should wait until the bigger 
design decisions (which are bound to impact on the placement of 
every small object in the area) are made and firmed up. 


5. Distributing and Marketing 


Once you have finalized your map, validate the map and take a snap- 
shot of it using the Snapshot tool. Upload your map for others to play. 


To market your map, pursue one, some, or all of the following market- 
ing strategies: 


> Give your map a memorable name that will appeal to gamers. 
> Create a custom match and host your map online. 
> Pitch your map to others on one or more Far Cry 2 forums. 


> Post to a Far Cry 2 forum a compelling story that takes place on 
your map. 


> Contribute screenshots of your map to a Far Cry 2 website. 


> Write a “how to” map making article that references your map 
and post it to a Far Cry 2 fan site. 


> Create and upload a YouTube.com video featuring some in-game 
footage of your map. 


> Ask other map makers to play test your map and provide feed- 
back. 


> Create a Far Cry 2 map making website on which to catalog and 
write about your maps. 


> Create or join a map making guild in which members regularly 
play each other’s maps and share feedback. 
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INTERVIEW: MIKE WEDMER 


About the Interviewee: Mike Wedmer is the lead administrator at FCMaps.net, 
one of the leading Far Cry map making websites on the Internet. Mike is 
responsible for hosting and managing most of the original content at the 
site. He also administers many of the contests hosted by the website. 


1. When was FCMaps.net launched and how many members do you 
have? 


The site was launched in January, 2006. We currently have over 2,241 
registered members. 


. What is your website’s mission? What online features and services 
does FCMaps.net provide to the Far Cry map making community? 


The mission of the website is to provide interested gamers with a 
place to share, showcase, and comment on maps designed by the 
Far Cry community. The services we provide include a Far Cry map 
database, which at the time of this writing has over 6,741 maps 
created using the three console versions of Far Cry, beginning with 
Far Cry Instincts, all the way through to Far Cry 2. All of these maps 
are available for download and members can also comment on each 
of them at the site. 


The site also has a wealth of helpful written and video tutorials 
related to Far Cry that aim to help map makers improve their skills. 


We also host online games each week that showcase the maps at 
our site. 


Finally, the FCMaps.net website hosts periodic contests that allow Far 
Cry map makers to enjoy a little friendly competition that challenges 
them to stretch their creative muscles. 
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3. Why did you start FCMaps.net? What sustains your commitment to 
the website today? 


FCMaps.net was actually started by Taylor Stokes who owns the site 
and does all of the major programming. | come up with the crazy 
ideas and Taylor somehow makes them work. | became the admin 
after an early shakeup and continue to take on this role because | just 
love the Far Cry games. 


Our commitment is sustained by the fact that we both just love the Far 
Cry 2 map editor and enjoy creating cool stuff with it. Additionally, 
Far Cry overall has one of the most robust and dedicated fan com- 
munities in gaming today. Who would want to be anywhere else? 


. What would you say are some of the qualities the most committed 
and experienced Far Cry map makers at your website have in common? 
What is it about Far Cry map making that you and they find so rewarding? 
One thing | have noticed since the release of Far Cry 2 is that old and 
new map makers alike are already pushing the boundaries of what 
the map editor tool has to offer. | think this alone is causing many 
map makers to step up their game, so to speak. 


In some ways, the map editor in Far Cry Instincts: Predator forced 
people to get really creative due to its limitations. And people were 
really creative with that version. In as little as four to six hours you 
could be playing your map creation online with other gamers. 


The new Far Cry 2 map editor, however, is more feature complete 
and, as a result, more complex. To take full advantage of the map 
editor, it is necessary that map makers plan ahead. The map editor 
also requires a degree of patience if you are to create something of 
substance that stands out from the crowd. | would say that most 
map makers should expect to spend as much as two weeks to a 
month learning the map editor if they wish to create something really 
special. Although the new map editor has its own limitations, map 
makers who have a good imagination and/or good technical skills, 
can create just about anything with it now. 
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The rewarding thing about building maps is pretty simple. You get to 
create something from nothing and then invite others to come and 
enjoy your creations alongside you. That alone is why Far Cry and its 
map editor have been around so long. 


. There can be no doubt that many Far Cry map makers work on their 

own. They design maps, upload them to the Far Cry server, host them 
in custom matches, and then play them with others, never having 
visited FCMaps.net or similar websites. What are the benefits to 
joining and actively participating in an online Far Cry map making 
community, such as FCMaps.net? 
Whether you play the PC version or one of the console versions of 
Far Cry 2, belonging to an active community is like having your own 
fully staffed and always available support department. Personally, | was 
building Far Cry Instincts maps for about four months before | worked 
my way over to the Ubisoft forums and began meeting people. | 
started joining games that people were hosting and seeing what people 
were making. This experience affected me on a subconscious level. 
My maps became more complex as | focused on advanced design. 


| learned that even if you are considered (or consider yourself) to be 
a good map maker, being part of a map making community will only 
improve what you've started with. The community opens your eyes 
to ideas that may not occur to you otherwise. Also, it is far more likely 
that others will experience firsthand all of your hard work, if you're a 
member of a map making community. 


. What advice would you give budding Far Cry map makers who are 
eager to market their maps online? 


Join one or more of the online communities that are dedicated to Far 
Cry. Aside from the new friends you will make, you will also receive 
honest critiques of your maps, helpful map making advice, and be 
able to participate in shared gaming experiences with those who 
similarly enjoy the game. 
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If you're not ready to activity participate in a community, then at least 
consider hosting a couple of your maps, alongside a selection of 
other downloaded maps you enjoy. Those players who join your 
matches are likely to show up regularly because you've taken the 
time to build up a good selection of quality maps contributed by 
more than one person. 


. Over the years, you have no doubt had a number of interesting 
forum discussions related to Far Cry map making. Can you share a 
few of the most memorable discussions and debates the FCMaps.net 
forums have hosted? 


An online community, especially one as creative as FCMaps.net, func- 
tions a lot like an extended family—one with pretty intense discussions 
around the dinner table. A favorite topic on the forums is Far Cry 
wish lists. There have been several of them over the years. There are 
also discussions about individual map makers’ maps. 


No matter what the conversation, it’s always about the game. 


. Your site has been around since the days of the first console edition 
of Far Cry on the original Xbox. How has the Far Cry map making 
community evolved from those early days into the well-established 
community we see today? 


When you are dealing with a single gaming franchise in a market where 
games come and go on a monthly basis, you really have to try and 
keep the site content as fresh as possible. The FCMaps.net website 
has actually changed quite dramatically in just the last couple of years. 


For example, we have changed the look of the site. We have expanded 
the site’s coverage to include the PlayStation 3 version of Far Cry 2. 
We have also added numerous functions, such as the ability to click 
on any member's GamerCard, which immediately takes you to a list 
of the maps they've uploaded to the site. There, you can see both 
photos and videos of the maps. 


126 From Gamer to Game Designer: The Official Far Cry 2 Map Editing Guide 


The FCMaps.net community has also evolved in that we now host 
periodic contests. Some contests even include Ubisoft involvement. 
Contests help us to bring attention to the best Far Cry maps. They 
also attract fresh faces to the community. 


. You and half dozen or so other members of the Far Cry map making 
community worked in partnership with Ubisoft to suggest feature 
additions and changes to the Far Cry 2 map editor, prior to its release 
alongside the game. What was that experience like? Did most of 
your suggestions make it into the Far Cry 2 map editor? 


About fourteen months prior to the Far Cry 2 game announcement, 
Ubisoft invited a number of leaders and prolific map makers in the 
PC and console Far Cry communities to take part in a “secret group” 
that basically served as the voice of the map making community. 


What we did was join a private forum and share ideas. We compiled 
wish lists for the next edition of the Far Cry map editor and we made 
sure that the best ideas were front and center for the development 
team to consider. We discussed what the Far Cry 2 map editor inter- 
face should look like, including the expanded functions and features 
it should support (and how best to implement them). We discussed 
ideas related to the addition of explosive objects, the editing of 
weather settings, and many other potential features (a number of 
which made it into the final version of the map editor). 


At one point, there was even an ongoing discussion about a multiplayer- 
only version of Far Cry, complete with a map editor, of course. We 
also suggested marketing ideas to Ubisoft. 


Now, this was primarily a one-way conversation—meaning that we 
never actually had any direct discussions with the development team 
itself. In fact, we were even kept in the dark about which upcoming 
game our discussions were for. Although this caused some occasional 
frustrations, we were pleasantly surprised when Far Cry 2 was released. 
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It seemed clear that someone on the development team was follow- 
ing our lengthy discussions—or at least thinking along similar lines. 
Many things that we discovered in the new map editor were exactly 
as we had described them in our discussions. 


Here is a list of some of the features we suggested that found their 
way into the Far Cry 2 map editor: the clone tool; the ramp tool; 
explosive objects; physics-based objects; Windows-style drop-down 
menus for the various functions and features; the weather editing 
options; the expanded texture styles, the individual wall, door, and 
window pieces. We can't be sure that it was our feedback that led to 
these features being added to the Far Cry 2 map editor, but we'd 
sure like to think so! 


. What are the four most important design considerations that map 
makers should keep in mind when creating maps for Far Cry 2? 


The following principles should be front and center when designing 
Far Cry 2 maps: 


A Consistent Theme: Start with a solid design that not only clearly 
demarcates the basic layout of the map but also provides you with a 
good sense of how the gameplay is likely to flow. A consistent theme 
is much easier to establish if you first choose the primary multiplayer 
mode (e.g., Uprising) that the map will support before you begin. 


Gameplay and Balance: A map should never give one team an ad- 
vantage over the other. When all added up, each team should have 
an equal amount of military assets available, regardless of whether 
the map is symmetrical or asymmetrical in design. Carefully position 
the spawn points, ammo stockpiles, and other critical assets. All of a 
map’s components should work in harmony to make the best use of 
the map’s space. The idea is to keep the action fast-paced and the 
gameplay consistent, so gamers will want to keep playing the map. 
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Thinking Outside the Box: To me, this is probably the best way to be 
noticed in the Far Cry mapping community. You can use the pro- 
vided editor objects in exactly the way they are intended to be used 
or you can instead stretch your imagination and create complex 
objects, such as tanks, bridges, spaceships, giant battle mechs, or 
even a close facsimile of a real-world location. An experienced map 
maker need only be limited by his or her imagination. 


Patience: As | said earlier, it can take upward of a month to plan, build, 
and refine an ambitious Far Cry 2 map, especially if your goal is to 
turn it into a classic. There will be times in which you feel frustrated. 
When this happens, close down the map editor for a time and go 
and play some other games for a while. Come back to your map 
some time later, feeling refreshed and renewed. 


SUMMARY 


This chapter considered both the subjective experience of playing 
Far Cry 2 multiplayer (and first-person shooters in general) as well as 
the important implications and design lessons this experience has for 
multiplayer map making. The term phenomenology was introduced as a 
way of encapsulating the subjective experience of playing wargames. A 
number of the most important qualities of subjective player experience 
that make for a rewarding multiplayer match were considered next. 
Nine distinct genres of maps were also discussed. The elements of 
wargame design were elaborated next. This was followed by a list 
of common combat operations. The chapter closed by summarizing 
a map design process largely derived from the game design process 
followed by professional game developers. 


PHYSICAL 
GEOGRAPHY 


f the Far Cry video game franchise is known for one 

thing, it is its realistic and vibrant open-world envi- 

ronments that invite exploration—by land, water, 
and air. Many a Far Cry gamer has eschewed the need to 
propel the single-player storyline forward, in favor of 
simply exploring and losing oneself in the expansive and 
beautiful vistas that characterize both the original Far 
Cry game and Far Cry 2. 


The original Far Cry game was renowned for its jungle 
environments that set a new standard for environmen- 
tal realism and immersiveness in video games. For the 
requisite sequel, the developers at Ubisoft seriously 
considered whether to return to the jungle setting (fast 
becoming a cliché due in no small part to Far Cry’s 
resounding success) or branch off into a new environ- 
mental setting altogether. 
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The developers chose Africa as the setting for Far Cry 2, in large mea- 
sure because of its sheer diversity of topography (i.e., landforms), 
which range from the jungle environments of the original Far Cry game 
to the desert oasis environments that Africa is famous for. 


In this chapter: 
> The Physical Regions of Far Cry 2 
> A Topographical Glossary 


> Summary 


THE PHYSICAL REGIONS OF Far Cry 2 


Far Cry 2’s four main physical regions are: deserts, savannahs, jungles, 
and oases. Multiplayer maps can feature just one of these regions or a 
combination of two or more. If you are designing a map that features a 
combination of two or more regions, pay close attention to the design 
of the transition terrain that joins the regions together. Try to make the 
transition between regions as realistic, aesthetically pleasing, and seam- 
less (non-abrupt and gradual) as possible. 


Deserts 


The desert regions in Far Cry 2 tend to be barren, sandy environments 
with rolling low-rising hills of sand and little vegetation. While deserts 
in the real world offer little in the way of protection against the elements, 
the deserts in Far Cry 2 also offer little in the way of protection from 
hostiles. For example, players can quickly be picked off by enemy 
snipers over long distances in most desert environments. 


Since desert regions, by default, feature few trees and no mountainous 
terrain, they are the ideal environments for locating large infrastructure 
complexes (e.g., military installations and urban centers). Buggies are 
popular vehicle choices in desert environments. Indeed, traveling in a 
dune buggy at full speed over a desert’s rolling hills can be an entertain- 
ing gameplay experience all on its own. 
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As part of the Far Cry 2 development process, the game design team 
visited Africa to ensure that the virtual environments in Far Cry 2 were 
as realistic as possible. They filmed a series of documentary videos 
that you can view at this website: http://uplay.uk.ubi.com/channel/ 
9-FarCry-2.htm. 


Savannahs 


The savannah regions in Far Cry 2 comprise vast expanses of grasslands, 
punctuated by hills, ridgelines, low brush, and, in certain savannah en- 
vironments, small wooded areas. The hills can be both rocky and steeply 
sloped, making traversing them at times challenging or downright 
impossible. The rocky ridgelines act both as natural barriers, preventing 
access to elevated areas, and as natural channels that steer movement in 
specific directions. 


The small wooded areas in some savannah environments may feature 
only a tree or two, but even a single tree surrounded by low brush can 
afford the protection of cover and concealment in some situations. 
Trees are interspersed enough throughout wooded savannah environ- 
ments to make moving from one wooded area to another a reasonable 
movement tactic. Small infrastructure elements (e.g., huts and gun 
emplacements) can easily be positioned in the open spaces that pepper 
savannah environments. 


Jungles 


The jungle regions in Far Cry 2 comprise a dense tangle of tropical veg- 
etation, including trees, plants, vines, underbrush, and other flora. Of 
the four major regions in Far Cry 2, jungle environments afford the 
most natural protection because of the thick brush (both low and high) 
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that makes up a jungle setting. However, in terms of movement, the 
thick brush of jungle environments can impede players’ progress to an 
objective, forcing them to navigate around the thick tangle of vines and 
trees that block their way. 


Unless roads have been purposefully carved into the dense foliage, jun- 
gle environments are hostile to vehicles, making traveling on foot at 
times the only viable means of movement. For players who choose to 
engage in stealth operations that necessitate avoiding or evading the 
enemy, jungle environments afford plenty of cover and concealment. 


Oases 


The oases regions in Far Cry 2 feature a combination of both land and 
water. They are the perfect settings for naval and amphibious opera- 
tions (discussed in Chapter 6). An oasis environment typically features 
the following components: a water body or waterway (e.g., a lake or 
river); a shoreline running along the water; a beach area that features 
little in the way of vegetation; a transition zone further inland where 
the exposed beach area transitions to,a wooded or otherwise vegetated 
area; and an inland area. 


A common Capture the Diamond gameplay scenario locates the bases 
and diamond stations for each team on opposite sides of a stream or 
river in an oasis environment. Each team must cross the waterway (in 
opposite directions) in order to steal the enemy’s diamonds. Depend- 
ing on the width of the waterway, traversing it may be as simple as 
swimming across (under the protection of a teammate) or finding a 
moored swamp boat, in the case of wider waterways. 


A TOPOGRAPHICAL GLOSSARY 


There are dozens—if not hundreds—of different types of landforms 
that can be sculpted onto the Far Cry 2 maps you design. The balance of 
this chapter highlights several of the most common and/or notable 
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landforms that you may wish to experiment with. Each has the poten- 
tial to add both geographical realism and diversity to the battlefield 
landscapes you create. In anticipation of the next chapter, think about 
the military implications of each of the landforms described below, 
particularly in terms of how each enhances or disrupts movement, line 
of sight, advantage over the enemy, and other factors of relevance to 
wargame maps. 


Ey) 


Ait: A small island located in the middle of a water body. Also see: island; 
islet. 


Recommendation: Aits are too small to accommodate human settlements, 
but they can accommodate modestly sized infrastructure, such as small 
huts and emplaced weaponry. 


Anabranch: A sub-channel of a waterway that diverts water from the 
main channel and rejoins the main waterway downstream. 


Recommendation: Use the terrain sculpting tools to add and strategi- 
cally position anabranches. Sub-channels of waterways can be used to 
provide water-based access to the interior of a map, as well as to human 
settlements, military outposts, and other shoreline locations. 


Arch: A natural landform where a rock arch forms, forming an open 
passageway underneath. 


Recommendation: Use the Add New Object tool to add assets from the 
“Natural: Rocks” category to a map. Position and meld together multiple 
assets from this category to create arches, overhangs, and other terrain 
elements that players can venture into, under, and through. 


Archipelago: A chain or cluster of islands located within the same vicinity. 


Recommendation: When creating an archipelago, consider the relationship 
(e.g., in terms of distance) between the islands. Also, consider the built- 
up linkages (e.g., bridges), if any, that you would like to add to connect 
some or all of the islands. 
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Arroyo: A normally dry gulch or streambed that temporarily fills with 
water during a heavy rainfall. Arroyos are essentially waterways that 
have dried up. In some rural settings, they are used by local populations 
as natural pathways or roadways for travel. 


Aréte: A thin, sharp-peaked hill or mountain ridgeline of rock. 


Recommendation: Hills or mountains that are capped off by an aréte have 
peaks that are difficult to traverse due to their thin width and sharply 
sloping sides. For this reason, arétes can be useful as natural barriers. 


Atoll: A horseshoe-shaped island formed by coral and surrounding a 
lagoon. 


Ayre: A water body located very close to a larger water body (e.g., the 
ocean), but separated from the larger water body by a narrow bar of 
land. Also referred to as a sea beach. 


Bar: A long and narrow strip of land that rises up from or extends into 
a water body. A bar is typically composed of sand, silt, and/or pebbles 
and can be modest in size (extending only a few feet) or very large 
(extending several miles). Also referred to as a shoal or sandbar. 


Recommendation: Use the terrain sculpting and painting tools to create 
sandbars that extend out from or along the shoreline of a map. 
Consider both the aesthetic and strategic value they add to a map. 


Barrier Island: A large bar of land that stretches for several miles along 
a shoreline. Also see: bar. 


Basin: A large, circular-shaped depression in the land that is drained by 
a waterway. Working similar to a funnel, a drainage basin collects water 
running into the basin from higher elevation points around the basin. The 
water is then channeled into the waterway that drains the basin. Also 
see: endorheic basin. 
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Bay: A curved, inlet area along a shoreline where a water body juts into 
the land, A bay is smaller than a gulf. Also see: gulf. 


Recommendation: It is common to find docks, ports, and human settle- 
ments positioned along the shoreline of bays. 


Bayou: A small, slow-moving water body, similar to a swamp, which 
comprises an abandoned channel of a nearby waterway. 


Recommendation: Add underwater and surface vegetation to bayous to 
create the appearance of swamp-like conditions. 


Beach: A landform that runs along the shoreline of a water body. 
Beaches are typically composed of loose particles, such as small rocks, 
pebbles, gravel, cobble, and/or sand. 


Recommendation: Use the terrain painting tools to texturize the beaches 
on your maps. Think about the material makeup of each area of a 
beach in terms of its proximity to the water. For example, paint smooth 
sand lines close to the water that gradually give way to small pebbles 
and rocks further inland. Punctuate the pebbles and rocks with the oc- 
casional blades of grass that poke through. Add underbrush and long 
grass even further inland. 


Beach Ridge: A wave-swept ridge of raised sand and sediment that runs 
parallel to a shoreline. 


It is so easy to create a map from scratch using the map editor alone, 
but sometimes the best multiplayer maps start their life on paper. 
Purchase some graph paper and draw a grid map prior to transferring 
your design into the map editor. Pay close attention to the grid coor- 
dinates of team bases, diamond stations, control points, ammo stock- 
piles, and other key assets. Consider turning on the map editor's grid 
system (under the Settings menu) prior to transferring the grid map 
into the map editor. & 
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Blowout: A circular or irregular-shaped depression in a sandy ecosystem. 
Blowouts occur when the vegetation that protects the area is lost and 
strong winds blow out sand from the area, forming a depression. 


Recommendation: Depending on their depth, blowouts can be used for 
temporary cover and concealment when crouched. Sometimes, however, 
they are not deep enough to provide adequate protection. 


Bluff: A sharply sloping hill, bank, or small cliff, typically located beside 
a river or other water body. 


Recommendation: As shoreline landforms, bluffs provide the advantage 
of elevation and overwatch, especially if they feature concealment 
protection, such as high brush and dense foliage. 


Bog: An acidic wetland water body that is cut off from surrounding 
waterways and which is surrounded by thick brush. Bogs are commonly 
covered by masses of grasses, peats, and mosses. 


Recommendation: Add underwater and surface vegetation to bogs to 
create the appearance of bog-like conditions. 
Branch: See: tributary. 


Butte: A small, isolated hill that rises sharply from the surrounding 
area and that has steeply sloping sides and a flat top. 


ntl s 


Canal: A manmade waterway, usually created for travel or irrigation 
purposes. (Since canals are manmade, they are not considered to be 
natural landforms.) 


Canyon: A narrow chasm or valley with steeply rising cliff walls, origi- 
nally cut into the earth by a (now possibly dried up) river. A canyon is 
larger than a gorge. Also see: gorge; valley. 


Recommendation: From a military standpoint, a canyon has strategic 
value in terms of both elevation and overwatch. The chasm in between 
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the cliff walls is a natural bottleneck that likely offers little in the way of 
escape routes for opponents down below. 


Cape: A pointed, curved, or hooked slit of land that extends into a 
water body. 


Cave: A naturally occurring underground void or cavity that is large 
enough for a person to enter. 


Recommendation: Use the Add New Object tool to add assets from the 
“Natural: Rocks” category to a map. Position and meld together multiple 
assets from this category to create caves, overhangs, and other terrain 
cavities that players can venture into, under, and through. 


Cliff: An elevated, steeply sloping or near-vertical rock face. 


Recommendation: Cliff edges often serve as excellent overwatch positions 
(e.g., for snipers). Cliff edges are also good locations to place paragliders. 


Coastal Plain: An area of flat, low-lying land that lies adjacent to a 
water body. 


Coastline: See: shoreline. 


Confluence: The point at which two or more waterbodies (e.g., a river 
and its tributary) meet. 


Coral Reef: Underwater aragonite (mineral) structures produced by 
living organisms. 


Recommendation: Although the map editor does not include coral reef 
assets per se, the terrain sculpting and painting tools can be used to cre- 
ate underwater texturized rock formations that are somewhat similar 
(at least in appearance) to coral reefs. 


Cove: A circular, semi-enclosed inlet that features a narrow entrance 
way. Coves are similar to bays, but they are more enclosed and their 
entrance is narrower. 


Recommendation: In terms of protection and defense, coves have a 
strategic advantage over bays due to their narrow entrance ways. 


138 From Gamer to Game Designer: The Official Far Cry 2 Map Editing Guide 


Map ANALYSIS: SIERRA WATERWORKS (XBOX 360) 


| came up with the idea for my map, “Sierra Waterworks,” during a late-night map 
editing session. | had become well known in the Far Cry map making community 
for my “remake” maps (i.e., reconstructions of maps from other popular shooters) 
and | wanted to work on something completely original for myself. 


The setting of one of my favorite shooters has a distinctive architecture that is ex- 
tremely interesting to me and | wanted to use this architecture as the basis for my 
design. The issue, however, was the limitations set by the Far Cry 2 map editor. | 
couldn't use too many objects or the map would run out of memory. It was then 
that | decided to create an architectural contrast by splitting the map into two regions. 
One region would be manmade, concrete, and squared. The other region would 
comprise a natural jungle-based environment with rocks, mud, and very little 
human influence. By focusing on the theme of “manmade structures vs. nature,” 
| fleshed out the layout of my map over 60 plus hours and several play tests, until | 
got everything just right. 


In my view, the manmade structure side of the map is the most impressive up 
front. This is the area where the free-for-all deathmatch rounds take place. It is also 
the team base for the UFLL side on team-based battles. | designed the UFLL team’s 
base structure to be fortified enough for team defense, but | also provided several 
entrances for attackers. A rule of thumb I’ve come to believe is “three ways in” (i.e., 
provide players with at least three entryways into key areas). This keeps the game 
flow open and prevents one team from locking down the opposing team. It also 
provides free-for-all deathmatch gamers with an ample-sized arena, complete 
with multiple entrances, to fight in. 


Many areas of my map underwent several design changes. The bridge started as 
three pipes, but later turned into a more complex concrete structure that provides 
easier vehicle access. The area in front of the bridge was originally an open plaza, 
but a structure was added later for cover. The stairway entrance to the main build- 
ing underwent several design changes to prevent quick diamond captures. 
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On the opposite side of the map, in the natural jungle-based environment, the APR 
team has its base. A lot of work went into this area of the map and it too under- 
went many design iterations. This included a complete overhaul of the cave system, 
a small building, and the beach front to prevent a bottleneck lock down of the base. 


Play testing the Sierra Waterworks map provided me with no immediate solution 
to some of the most frustrating design problems my map was experiencing, 
despite the numerous tweaks | made to the map. The solution to this impasse came 
from another personal rule of mine, namely, “if necessary, do something drastic.” 
What this means is that if something keeps being a problem after many minor 
tweaks, you must do something big to fix it. In earlier renditions of the map, the 
larger cave system was nothing more than an unintended side effect of the way 
| placed and positioned the rock objects. | found that players were able to swim 
underneath the rocks and resurface in front of the APR base. For gameplay pur- 
poses, | dramatically opened up the cave system in order to allow vehicle access 
and to provide alternative routes for diamond capture. 


On the opposite side of the map, after a lot of feedback from play testers, | opted 
to open up the back wall (where no gameplay was originally intended to occur) in 
order to provide the UFLL team with quicker access to the APR base. As the APR 
base itself was rather closed off, properly placing the spawn points was becoming 
increasingly problematic. Indeed, the APR players would sometimes spawn almost 
on top of an attacking opponent. After opening up the back wall and making the 
beach area much bigger, the spawn points were more easily spread out to give the 
attackers some breathing room after battling their way through the jungle. 


After producing over ten versions of this map, I've finally come to what | now call 
the final version. | now hope, as of this writing, to increase this map’s popularity to 
the levels enjoyed by my other maps. I've learned a lot about the art of map mak- 
ing, especially when it comes to the way gamers “play” a specific map. Hence the 
importance of play testing, in the design of Sierra Waterworks, and my other maps. 


Contributed by: Steven Kolpek (aka Skorpius47) 
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Crater: The circular indentation at the top of a volcano. 
Crevasse: A deep crack or fracture line that runs along a glacier. 


Recommendation: Although the term crevasse formally refers to glaciers, 
crevasses can also punctuate other types of (mostly rocky) terrain, adding 
an element of danger to a map (i.e., the risk of falling through). 


Dam: A naturally occurring or manmade wall built across a waterway 
to hold back water. 


Dell: A small wooded vailey. 


Recommendation: On otherwise barren desert maps, the occasional dell 
can be added to provide players with a few choice areas in which to find 
cover positions. 


Delta: The open mouth of a river or other waterway where the water 
flows into a larger water body, such as a lake or ocean. Several channels 
of water (e.g., a river system) may split out from a delta. 


Depression: An area of land that is modestly sunken or lower than the 
surrounding area. 


Recommendation: The map editor’s terrain sculpting tools can be used 
to add depressions and other subtle terrain deformations to a map, as a 
way of varying the topography of an otherwise flat landscape. 


Desert: A dry, barren region of land that receives very little precipitation 
(i.e., less than 10 inches of rainfall annually). Deserts typically feature 
sandy and/or rocky surfaces. They tend to support little or no vegetation. 


Recommendation: Use the Wilderness Generator feature to quickly 
create a desert environment on a new map. 
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Tip 


Carefully consider the relationship of cities and villages to the terrain 
u and landforms that surround them, as shown in Figure 3.1. 


FIGURE 3.1. The road that runs along the perimeter of the village on this map is demarcated on 
the opposite side by a sharply sloping mountainside. 


Desert Pavement: A desert surface that comprises closely packed in 
and interlocking rounded or angular rock fragments. 
Recommendation: The map editor's Noise (terrain sculpting) and Paint 
Texture tools can be used to break up the smoothness of desert terrain 
and paint a variety of different textures onto the ground. 
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Divide: A ridge of land that separates two waterways on either side. 


Recommendation: Divides can be used to break up the journey in a boat 
from one side of a water body to another, forcing players to either go 
around the divide (if possible) or disembark and travel by land part of 
the way. 


Drainage Basin: See: watershed. 


Drumlin: A long, narrow hill. Drumlins are longer than they are wide, 
which distinguishes them from other types of hills. They may be 
sharply sloped at one end and gently sloped on the other. 


Recommendation: Drumlins have the advantage of elevation. Since they 
tend to be long and thin, players can move back and forth along them, 
surveilling both sides of the drumlin below. 


Drumlin Field: A cluster or row of several similarly shaped, sized, and 
oriented drumlins. 


Dune: A hill of sand that is formed over time by blowing winds. Dunes 
tend to be sharply sloped on one side (where the wind has pushed up 
the sand to create a wall) and gently sloped on the other side. The valley 
in between dunes is referred to as a slack. Also see: dune field; erg. 


Recommendation: Desert environments throughout the world are 
renowned for their dunes. To create the look of an authentic desert en- 
vironment, sculpt dunes onto the sandy terrain, along with tiny patches 
of vegetation here and there. 


Dune Field: An area of land that is covered by several dunes. A large 
dune field is referred to as an erg. Also see: dune; erg. 


Endorheic Basin: A closed-off drainage basin that, unlike a typical 
basin, retains water rather than draining water into a lake, ocean, or 
other water body. Also see: basin. 
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Erg: A large dune field. Ergs are large tracts of desert environments that 
are composed primarily of wind-swept sand and little vegetation. Also 
see: dune; dune field. 


Escarpment: A sharp elevation differential, such as a cliff or steep bank, 
that demarcates a transition zone between lower and higher areas of land. 


Recommendation: Escarpments can serve as dramatic set pieces on 
maps. Their higher elevation also provides the advantage of overwatch 
over the lower area. Finding a pathway up to the higher elevation can 
be one of the challenges posed by an escarpment map. 


Estuary: A semi-enclosed coastal body of water that draws water from 
one or more inland waterways. 


Exhumed River Channel: The channel or ridge of sandstone that remains 
after a waterway has dried up. 


Recommendation: Use the terrain sculpting tools to create exhumed 
river channels. Just make sure that the water level for a map is lower 
than the lowest elevation point for its exhumed rivers. 


= 


Fault Line: A large fracture or crack in the earth’s crust, normally 
created by the earth’s movements. Areas where there are fault lines are 
prone to earthquakes. 


Field: An area of (usually) enclosed or fenced land that is used for agri- 
cultural purposes. 


Fjord: A narrow inlet in between steep hill or cliff sides. 
Flatland: A large area of low-lying evenly leveled land. 


Recommendation: Flatlands are characterized by their long sight lines 
across the terrain. Sometimes players will be able to see for miles. 
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Flood Plain: A low-lying plain that borders a river and which is subject 
to flooding. 


Recommendation: Flood plains can quickly be created by slightly raising 
the water level on a flatland map. 

Forest: A large wooded area that is covered by a dense growth of trees, 
plants, underbrush, and other flora. 

Recommendation: Thick forested environments that feature dense vege- 
tation and plenty of underbrush can be difficult to navigate. Try experi- 
menting with different densities of forests. 


Fork: The point at which a waterway divides into two or more tributaries. 


Recommendation: Forks can be used to provide alternate watercourse 
routes to the same destination or branching-off routes to different 
destinations. 


=\Gve 
Glacier: A huge mass of slowly moving ice that deforms the land 
around it. 
Glen: A long, deep valley. Also see: valley. 
Gorge: A small canyon: Also'see: canyon; valley. 


Grassland: An area of land that is mostly covered by short and/or long 
grasses. Sometimes referred to as a meadow. See Figure 3.2 for an example. 


Recommendation: Design grassland maps that feature both short and 
long grass. Long grass offers the advantage of concealment, especially 
when a player is crouched down. 


Gulch: A deep v-shaped valley. Gulches often contain dried-up stream 
or creek beds. Gulches are larger than gullies. Also see: gully. 


Gulf: A coastal area where the ocean or sea is partially enclosed by the 
surrounding land. A gulf is larger than a bay. Also see: bay. 
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FIGURE 3.2 Grassland environments are composed of a mix of short and long grasses. 


Gully: A deep ditch formed over time by erosion. 


Recommendation: Gullies can be sculpted on to maps to serve as natural 
trenches. 


— H - 
Headwater: See: source. 


Highland: An elevated area of land that is composed of plateaus, hills, 
and mountains. 


Recommendation: Think in terms of both highlands and lowlands when 
designing maps. Highlands offer the advantage of elevation and over- 
watch. 
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Hill: A small, slightly raised elevation in the earth’s surface. Hills are 
often gently sloped. They tend to be traversable on foot. 


Hoodoo: Eruptions of rock that protrude from the ground below. 
Hoodoos look like naturally formed rock sculptures. They are endemic 
to desert regions. Also see: stack; tea table. 
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Iceberg: A large mass of floating ice that has broken off from a glacier. 
Ice Flow: A sheet of floating ice. 

Inlet: A narrow channel of a water body that leads further inland. 
Recommendation: Inlets often feature overhanging tree branches and 
canopies that extend out over the water. 

Inselberg: An isolated hill, knoll, or outcrop, that rises sharply from a 
relatively level or gently sloping plain. 

Recommendation: Inselbergs can be used to punctuate an otherwise flat 
area of land with a sharply sloping hill. 

Island: A body of land surrounded entirely by water. Also see: ait; islet. 
Islet: A small island. Also see: ait; island. 


Isthmus: A narrow strip of land that connects two larger bodies of 
land. An isthmus acts like a natural bridge between two land masses 
that would otherwise be disconnected from one another. 


Re 


Jungle: An area of land covered by a very dense tangle of tropical vege- 
tation, including trees, plants, vines, underbrush, and other flora. See 
Figure 3.3 for an example. 


Recommendation: Use the Wilderness Generator feature to quickly create 
a jungle environment on a new map. 
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QUICK TIP: LOOKS AREN’T EVERYTHING 


To ensure that they won't be soon forgotten, make sure your maps play as good as 
they look. Follow the advice below: 


» Design your maps with Far Cry 2 gameplay firmly in mind. Resist the 
urge to create a map with another video game in mind. Other video 
game maps work well in other games for a reason. They were designed 
with that game's gameplay in mind. (Note: The one exception to this rule 
might be so-called “tribute” maps that are purposefully designed as a 
tribute to another game or map.) 


» Walk around your map. To ensure that everything feels just nght, spend 
a good amount of time just wandering around your map while in Test 
mode. 


> Create a basic layout first, and then add the detail. As you create the 
basic layout of a map, try to visualize where the battles are likely to take 
place. 


» Avoid creating wide-open spaces without cover. Offer players adequate 
protection by placing cover positions throughout a map. 


> If something major is wrong with your map, don't be afraid to go back 
to the drawing board and start over again (even if you have a great deal 
accomplished). It will be worth it in the end. 


> Start by creating modestly sized maps that are not overly complex. We all 
need to start somewhere. None of us became experienced map makers 
overnight. 


> Learn from your mistakes. Ask the Far Cry map making community for 
feedback and then apply this feedback to your maps. 


> Play test your map. This is by far the most important part of the map 
design process and it often gets overlooked. 


Contributed by: Jordan Beyer (aka XxXCASHNDASHXxX) 
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FIGURE 3.3. The jungle environments in Far Cry 2 are composed of a dense tangle of 
tropical vegetation that impede travel. 


NE 


Knoll: A small hill. Also see: hill. 


Sid 


Lagoon: A shallow water body that is separated from a larger water 
body (i.e., an ocean or sea) by a narrow strip of land, such as a sand- 
bank or coral reef. 


Lake: A large inland water body. 


Levee: A natural or artificial slope or wall that runs adjacent to the 
course of a waterway. Levees serve to hold back water from flooding the 
adjacent land. Also known as a dike or embankment. 
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Recommendation: Levees are difficult to create in Far Cry 2 because the 
map editor only supports a single water level. That said, consider adding 
broken levees to flooded city maps. 


Lowland: A large area of flat, low-lying land. 


Marsh: A type of low-lying wetland composed of soft, wet, and grassy 
vegetation. Marshes are generally shallower than swamps and have less 
water coverage. Also see: swamp. 


Meadow: See: grassland. 


Meander: A river or stream that changes direction many times along its 
course, snaking to the left and right at various points. 


Recommendation: Meandering rivers are far more interesting to navi- 
gate than straight rivers that rarely curve or change direction. 


Mesa: An elevated area of land characterized by a level top and steeply 
sloping cliff-like sides. A mesa is larger than a butte. 


Recommendation: Since mesas feature a flat top, once scaled, they are 
easy to navigate. 


Moraine: An accumulation of boulders, stones, pebbles, soil, and other 
debris carried and deposited by a glacier. 


Recommendation: Moraines can be effectively used to add natural diver- 
sity and rocky textures to a map, as well as natural obstructions that 
impede travel. 


Mound: A small manmade or artificial hill. 


Mountain: A steeply sloping rocky land mass that rises sharply from the 
adjacent land (often 1,000 feet or more). Mountains have summits and peaks. 


Recommendation: In terms of gameplay, the height of a mountain or hill 
is important, but so too is its slope (i.e., how quickly it rises, descends, and 
falls off). The ability of players and vehicles to traverse terrain is directly 
impacted by slope. 
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Mountain Range: A cluster or row of mountains that are separated 
from each other by passes or valleys. 


Mountain Pass: A low-elevation pathway between two or more mountains. 


Recommendation: Mountain passes can serve as natural choke points 
on a map. 
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Oasis: A rare area of fertile land in an otherwise barren desert where 
there is a water source (e.g., a spring) that supports the surrounding 
plant and animal life. 


Recommendation: Oasis environments that feature a major water source 
are the ideal settings for amphibious combat operations that take place 
both on land and in water. Use the Wilderness Generator feature to 
quickly create an oasis environment on a new map. 


Ocean: A large body of salt water that separates two or more conti- 
nents. Oceans cover three quarters of the earth’s surface. 
Oceanic Ridge: An underwater mountain range. 


Recommendation: Don’t forget that the terrain underneath a water 
body can also be sculpted. To ease the map making process, lower the 
water level while sculpting underwater terrain. 


Oxbow: A u-shaped bend in a river. 
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Pasture: An area of land with edible vegetation cover that is used for 
the grazing of livestock on farms and ranches. 

Peak: The highest point on a mountain. 


Recommendation: Mountain peaks that are accessible to snipers can be 
among the most strategically important locations on a map. 


Peninsula: A narrow stretch of land that is surrounded on three sides 
by water. 
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Pit Crater: A depression in the land that is formed by the sinking of the 
ground surface into a void or empty chamber. 


Plain: A broad, flat, or gently rolling area of land. Plains are generally 
low-lying in elevation. 


Plateau: A flat expanse of land that is elevated over the surrounding 
area. A plateau is larger than a butte. 


Playa: A dried-up lake bed that may temporarily fill with water during 
the rainy season. 


Recommendation: Quickly create a playa by lowering the water level on 
a map to expose the bottom of a lake. 
Pond: A small water body. Ponds are smaller than lakes. 


Potrero: A long mesa that at one end slopes upward to elevated terrain. 
Also see: mesa. 


Prairie: See: grassland. 


Rainforest: A large forested area that is located in a tropical environ- 
ment. Rainforests are characterized by dense canopies, vines, and thick 
undergrowth. 


Range: A large area of open land, often used by animals for grazing. 
Recommendation: Turn ranges into farmsteads by adding perimeter 
fencing and farm buildings. 

Ravine: A deep and narrow gorge. Ravines are larger than gullies, but 
smaller than valleys. 

Recommendation: Ravines and gorges can be purposefully sculpted on 
to maps in order to channel players down a specific path. 

Reef: An elevated ridge of rock, sand, coral, and/or bedrock positioned 
at or near the surface of a water body. 


Ria: A wide expanse of land, such a valley, that has become submerged 
in water due to flooding or rising water levels. 
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FEATURE ARTICLE: FROM CONCEPT TO COMBAT 


So, you've just purchased a copy of Far Cry 2 and you're pumped up. You can't 
wait to experience the rugged realism everyone's been talking about. But most of 
all, you can’t wait to sink your teeth into the map editor. You're more than ready to 
start creating your own breed of multiplayer madness for people all around the 
world to enjoy. And then, as soon as you launch the map editor for the first time, 
the moment of truth arrives and a niggling question enters your mind: Where do | 
begin? This question can overwhelm you, whether you're a seasoned veteran or an 
eager novice. Creating a fun, well-balanced multiplayer map can quickly turn into 
a daunting task, but hopefully, by following the steps below, you too can create 
that memorable multiplayer experience you've been dreaming about: 


1. Create a concept. Start by developing the core idea behind your map. 
Think in simple and basic terms to start—the more specific details will come 
together later as you move closer to your goal. Think about a map concept 
that really excites you, perhaps a duel in the desert, a deathmatch in space, 

or an urban showdown between two rival factions. 


2. Research the concept. Once you have a concept in mind, it’s a good idea 
to use the Web to research how others have handled similar concepts for 
maps and game levels. Even if you're trying to develop something new and 
unique, it's still helpful to research related scenarios. Think broadly in terms 
of the topics related to your concept. For example, if you want your map to 
take place in a dense jungle environment, browse the Web for photos of 
jungles, compile a list of jungle vegetation, and download first-person 

accounts of jungle travels. 


. Brainstorm some gameplay ideas. Use a stream-of-consciousness 
technique to generate a list of possible gameplay scenarios related to your 
concept. Just let the words and ideas flow out of you. You'll most likely be 
left with a long list of key ideas related to your concept. It’s okay at this 
point if the list is random and chaotic. Eventually, you will need to narrow 
down that long list and focus in on a few manageable ideas. Focusing your 
list will help you highlight what's really important and eliminate what's not 
so important. 
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4. Visualize the concept. Design an offline visual representation of what you 
think your map will look like when it’s finished. Such a diagram is usually 
drawn from a top-down perspective for easy referencing. Plot the position 
of spawn points, team bases, and other assets. 


. Build and test the map. Having organized yourself offline, it’s finally time 
to jump into the map editor and begin the main task of creating the map. 
Build the map according to the diagram you've drawn (but make changes 
as warranted). Don’t worry about the little details at this stage. They can 
wait for now. Once you're satisfied with the basic design of your map, play 
test it with friends (ask them to give you honest feedback). Also, consider 


posting a beta version online so others can download the map and provide 
feedback. 


. Polish the map to perfection. Having finalized the basic design of your map, 
it's now time to make it shine. Add the little details and, as you test each 
sector of the map, look for problems related to lag and poor framerates. 


Finally, share your map with the world! Find out if it's really everything you hoped 
it would be. 


Contributed by: Nick Pfisterer 


Ridgeline: A line of high ground usually comprising changes in eleva- 
tion along its top that is surrounded by low ground on all sides. 
Recommendation: A ridgeline is often difficult to traverse and navigate 
due to the sharp changes in elevation. Consider adding an accessible 
pathway along a ridgeline that permits the ridgeline to be used for over- 
watch purposes of the low ground on either side. 


River: A long natural waterway that flows into an ocean, lake, or other 
water body. 


River mouth: The location at which a waterway (e.g., a river) empties 
into a larger body of water (e.g., a lake). 
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Rock Formation: An outcrop of rock that rises sharply out of the 
earth’s surface. Rock formations are formed through the processes of 
weathering and erosion, which over time sculpt the existing rock. 


Rock Shelter: A shallow cavity or opening that is located at the base of 
a bluff or cliff. 


Recommendation: Because they cast shadows and limit the light that can 
enter, rock shelters often provide good concealment from the enemy. 


ae A= 
Saddle: See: mountain pass. 


Sandbar: See: bar. 


Savannah: A tropical grassland environment with sparsely spaced-apart 
trees. 


Recommendation: Use the Wilderness Generator feature to quickly 
create a savannah environment on a new map. 


Scree: Broken rock pieces that are typically located at the bottom of 
cliff sides. 


Sea: A large salt water body partially or completely surrounded by land. 


Seamount: An underwater mountain with steeply sloping sides that 
rises sharply from the ocean floor. 


Recommendation: The map editor’s terrain sculpting tools can be used 
to create underwater mountains. To ease the terrain sculpting process, 
lower the water level while sculpting underwater terrain. 


Shoal: See: bar. 
Shoreline: The land that runs adjacent to a body of water. 


Recommendation: Always take the strategic value of a river or lake’s 
shoreline into account when designing a map. For example, how could 
a defending team take full advantage of a shoreline you are sculpting to 
fend off an attacking team crossing by boat? 
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Slack: A valley that lies in between two or more dunes in a desert envi- 
ronment. 


Sound: A wide waterway that connects two large water bodies. Also see: 
strait. 


Source: The location at which a waterway originates. The mouth and 
source of a waterway are located at opposite ends. The mouth Is located 
where the waterway meets the larger water body it drains into (e.g., a 
lake or ocean). The source is located further inland. See Figure 3.4 for 
an example. 


Spring: The location at which groundwater flows out of the ground 
into a waterway, such as a stream. 


Ve 
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FIGURE 3.4 The source of a river is the location at which the river originates inland. 
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Stack: A vertical eruption or column of rock that protrudes from the 
ground or water body below. Stacks are often located on or near shore- 
lines. Also see: hoodoo; stump; tea table. 


Stump: A flat coastal rock protrusion that forms when a stack is eroded 
over time. Also see: stack. 


Steppe: A vast grass-covered plain that is covered with few trees. 


Strait: A narrow channel of water that connects two larger water bodies. 
A strait is typically narrower than a sound. Also see: sound. 


Strath: An expansive valley that is wide, but also shallow. Also see: valley. 


Stream: A small waterway that is narrower and shallower than a river. 
Other words used to describe streams include: bayou, brook, creek, and 
run. ~ 


Recommendation: Narrow water channels, such as streams, can more 
quickly (and safely) be swum across than can wider water channels 
(e.g., rivers). Take this into account when choosing to add narrow or 
wide water channels to a map. 


Summit: A point on the land’s surface that is higher in elevation to all 
other points next to it. 


Swamp: A low-lying area saturated with water. Swamps are covered by 
a mix of grasses, shrubs, trees, and other vegetation. Swamps tend to be 
bigger than marshes. See Figure 3.5 for an example. Also see: marsh. 


Recommendation: Add underwater and surface vegetation to swamps to 
create the appearance of swamp-like conditions. 
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Tea Table: A vertical eruption of rock that comprises layers of sedi- 
mentary rock. The top layer is usually wider than the layers below as 
the top layer affords greater resistance to erosion and weathering. Also 
see: hoodoo; stack. 
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FIGURE 3.5 Use the liana assets (in the Natural: Plants and Bush object category) to 
add hanging vegetation to swamps and marshes. 


Tributary: A channel of water that flows into a larger waterway, such as 
a stream or river. 


Recommendation: Strategically locate tributaries on a map so that they 
serve a clear military purpose (e.g., allowing players to more easily ven- 
ture further inland by water on a dense jungle map). 


Tundra: An area of land where low temperatures, inclement weather, 
and/or other environmental conditions hinder the growth of trees and 
other large vegetation. 
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-V- 
Vale: A wide river valley typically bordered by a wide flood plain. 


Valley: A low-lying area of land that is positioned between ranges of 
hills, mountains, or other raised elevation landforms. A valley may 
have a waterway (or dried up waterway) running through it. Valleys are 
often described as being either u-shaped or v-shaped. A valley is shal- 
lower than a canyon or gorge. Also see: canyon; gorge. 


Veld: A wide-open and mostly flat area of land covered in grasses and 
small shrubs. Velds are one of the most common landforms in south- 
ern Africa. 


Volcano: Mountainous rock that is capped off by an opening in the 
earth’s crust through which molten lava, ash, and gases are ejected. 


-W- 


Waterfall: The point along a flowing waterway at which the water 
makes a sheer drop, usually over a cliff face. 


Watershed: An area of land where the rainfall and precipitation runs, 
over the surface and as groundwater, into a spring or other type of 
waterway. 


Wetland: An area of land. composed of soil that is saturated with 
moisture. 


Wet Meadow: A grassy area of land that is saturated with water or 
subject to regular flooding. 


Recommendation: Slightly raise the water level on a grassland map to 
create a wet meadow. 
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SUMMARY 


This chapter began by describing Far Cry 2’s four main physical re- 
gions: deserts, savannahs, jungles, and oases. The balance of the chapter 
then highlighted several of the most common and/or notable land- 
forms that can be sculpted onto maps. Each landform has the potential 
to add both geographical realism and diversity to the battlefield land- 
scapes you create. As you browsed through the list of landforms, you 
were encouraged to think about the military implications of each, par- 
ticularly in terms of how each enhances or disrupts movement, line of 
sight, advantage over the enemy, and other factors of relevance to 
wargame maps. This is the focus of the next chapter. 


MILITARY 
GEOGRAPHY 


he previous chapter explored Far Cry 2 map making 

through the lens of a physical geographer—an 

important vantage point from which to view 
multiplayer map design. The chapter focused particu- 
larly on the natural landforms that can be sculpted onto 
a map to enhance both its geographic realism and aesthetic 
variety. 


This chapter goes beyond mere realism and aesthetic 
considerations to view a map’s terrain through the lens 
of a military tactician who is constantly surveying the land 
for its tactical advantage. The study of military geography 
focuses on the strategic analysis of the physical (and cul- 
tural) environment for the purpose of effective military 
planning. As a map maker, you too can take advantage of 
the discipline of military geography to create compelling 
wargame maps that reward strategic thinking on the 
part of gamers. 
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In this chapter: | 
> The Strategic Value of Terrain 
> Battlefield Conditions 
> Battlefield Structure 
> Battlefield Pathways 
> Battlefield Locations 


> Summary 


THE STRATEGIC VALUE OF TERRAIN 


From a military standpoint, the landscapes upon which wars are won 
and lost have strategic value that can either enhance or deter a fighting 
force’s ability to accomplish its military objectives. A soldier who 
surveys the landscape before him or her asks, among other questions: 
Do the natural and built elements around me provide adequate cover 
and concealment from the enemy? How far can I see into the distance? 
What is the distance to my next objective? How difficult will it be to 
traverse the terrain ahead of me? Can I manage on foot or will I require 
a vehicle? These questions—and no doubt many others—are repeat- 
edly posed as new terrain challenges and tactical opportunities present 
themselves. 


Cover 


The employment of cover can protect a player from being observed by 
the enemy (i.e., concealment) and from coming under direct fire (i.e., 
cover). In general, cover falls into two categories: natural and built. 
Natural cover comprises trees, plants, long grass, underbrush, and other 
types of vegetation that can conceal a player from view and/or protect 
him or her from being fired on. Natural cover also includes various 
types of landforms that provide adequate cover or concealment (e.g., 
depressions and small hills). Built cover, on the other hand, is manmade. 
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Built cover may be purposefully placed and positioned in order to pro- 
vide cover (e.g., pill boxes) or it may already exist in the surrounding 
environment for some other purpose (e.g., a barrel or fence). 


Recommendation: When designing maps, strategically add and position 
both vegetation and built assets with cover and concealment in mind. 
Provide adequate cover between objectives, especially objectives that 
are spaced widely apart. Deploy cover to protect players from distant 
snipers. Consider how different heights of cover can protect players 
who are standing erect or crouching down. 


FEATURE ARTICLE: COVER AND CONCEALMENT 


So you're making a fantasticlooking map, but how well will its design elements 
protect players from being spotted and fragged? When designing competitive mul- 
tiplayer maps you need to seriously consider questions of cover and concealment 
at some point. Ideally, you should consider the relative strengths of strategic posi- 
tions early on, as well as the ease with which those strategic positions can be over- 
run and secured by the opposing team. 


Every map is unique, as each sets up its own gameplay conditions—its own cir- 
cumstances and contexts for the battles that unfold. The landscape and structures 
on a map can, in part, dictate the movement of players (e.g., by channeling them 
through a mountain gorge), in effect shaping their decisions and subsequent ac- 
tions. Each object you place and each piece of terrain you sculpt creates a variable 
field of possibilities for cover and concealment, a wide range of differing opportu- 
nities and challenges that players must negotiate to successfully launch attacks 
and win the match. The design of a map can also create high drama, for in moving 
from one position to another, a player potentially experiences a range of emotions 
(e.g., intense moments of risk, challenge, anticipation, hesitation, apprehension, 
excitement, and, with a win, the culminating pleasure of success). 


In discussing cover and concealment, it is very important to distinguish between 
the two terms. Cover is something that protects a player from injury by, for example, 
stopping bullets or shrapnel from striking the player. Concealment, on the other 
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hand, only shields the player from being spotted. A player concealed from view is 
difficult to target. A player who has found an effective cover position is both protected 
from being seen and being shot. (The notable exception to this is transparent cover 
which may offer adequate protection from bullets, but which does not conceal a 
player. More on this below.) 


When designing a map, it is important to place cover and concealment positions at 
or close to strategic positions on the map, particularly along the avenues of ap- 
proach. Strategic positions, of course, include team bases, diamond stations, and 
control points, but they also include any position where winning control over that 
position provides a marked advantage to one side in a battle. In other words, any 
position that is key to winning the match can be considered a strategic position 
(e.g., a tower or hilltop that provides overwatch over the enemy). In terms of cover 
and concealment, strategic positions serve as positions of strength by virtue of the 
fact that they provide good cover and protection, as well as offering a wide field of 
fire or some other tactical advantage. Positions located close to choke points can 
also be strategic, since choke points constrict movement, channeling players down 
a specific path. With any position, strategic or otherwise, always consider the diffi- 
culty in defending it, as well as assaulting and securing it. 


if a strategic position can be safely approached from multiple angles with clear, 
long lines of fire that leave the defenders unprotected, you likely need to revamp 
your map to provide that position with adequate defensive barriers and perhaps also 
reduce both the concealment and cover protection provided to approaching enemies. 
If, for example, there is a wide corridor close to a strategic position that needs 
more protection, you could narrow the avenue of approach by moving the walls 
closer together or placing large obstructions within the corridor, essentially creat- 
ing a choke point. Finally, to help the attackers, provide more than one means of 
accessing strategic positions from good cover positions nearby (e.g, multiple 
entrances to buildings). 


To ensure that my multiplayer maps are interesting to compete on, | vary the Spacing of 
cover and concealment positions, especially in terms of their proximity to strategic 
positions. For example, on a wide-open desert map, | try to protect players from 


Chapter4 = Military Geography 


distant snipers by deploying cover at various places. (I worry less about providing 
cover at close range, for a sniper’s long-range dominance in a match is muted at 
close range.) 


As with all other design elements, the most important thing you need to do in 
evaluating the effectiveness of cover and concealment positions is to test a map 
thoroughly. Jump into the map and move through every part of the battlespace, 
closely examining every cover and concealment position from multiple angles. Ask 
yourself how easy it is to move between cover positions, as well as what angles 
cover locations provide overwatch over and protection from. Rehearse every 
approach, move along every navigable and climbable area of the map, and test out 
mock attacks on strategic positions from every possible direction (e.g., up, down, 
and from the flanks) and especially from cover positions. Moving from cover to 
cover, how quickly can you move toward strategic positions, and what angles and 
ranges of fire are afforded by each cover position? 


Also, keep in mind the type, size, position, orientation, and material makeup (e.g., 
wood, straw, or stone) of cover. This can be crucial in determining how well a 
cover position can be expected to protect a player. So too, the height of a cover 
position is important. Some cover positions protect players who are either stand- 
ing or crouching down. Other cover positions require players to crouch down. If a 
cover position doesn’t afford good protection from a key position (e.g., a nearby 
hilltop), consider changing it (e.g., replacing, moving, or rotating the cover position 
in the case of objects, or resculpting it in the case of terrain). 


On any map, whether players are located inside large rooms or outside in the 
open, they are most vulnerable when crossing wide-open spaces without the pro- 
tection of cover or concealment. On wide-open maps without cover, large areas of 
long grass overshadowed by the occasional crop of trees can help a player blend 
into the environment, as can low-light conditions such as nighttime or rain. Using 
permeable objects such as plants and trees for concealment adds a dramatic ele- 
ment of stealth and risk to a map. Cast shadows can also conceal players, as can 
dappled light through overhanging leaves and branches. 
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Natural cover is particularly important on Far Cry 2 maps. Natural cover comprises 
the terrain itself: its topography; the rises and dips of the ground plane; rocks, 
cliffs, and hills; and, of course, a wide diversity of vegetation, most notably, trees. 
Built cover can be added using any of the hundreds of manmade objects available 
in the map editor, including walls and fences, crates and barrels, as well as build- 
ings and other large structures. 


In an interior space, the most effective form of cover and concealment may well be 
the structure of the building itself. When using any of the prefabricated buildings 
that ship with the map editor, consider the defensibility of positions within the 
building, including small and large rooms, balconies, stairwells, and rooftops. 
Then, place cover positions where they will be the most useful. The prefabricated 
buildings included with the map editor do offer cover, but the most flexible forms 
of cover come when map makers design structures from the ground up, using the 
map editor's smaller infrastructure assets. Corners, stairwells, obscured entrances 
to doorways and rooms, passages and access points from above and below—each 
has the potential to allow players to surveil or gain access to strategic positions 
while under the protection of cover. 


In the real world, we are generally not surrounded by highly impermeable objects, 
such as sandbag barricades. Most cover tends to degrade over time. Within buildings, 
degradable cover, such as shanty or colonial windows, can be used to provide a 
certain degree of concealment but offer very little protection from targeted fire. 


This brings us to the different types of cover, for not all cover is created equal. 
Some objects provide partial protection against bullets and explosives, while others 
provide none at all. Crates can resist anything and, while oil barrels stop bullets for 
a while, continuous fire or well-positioned explosives can send them flying. Plastic 
barrels are easily pushed around with a burst of gunfire. 


One category of object that deserves special attention is explosive objects. The 
careful placement of propane and gas tanks, for example, can be used to compromise 
the effectiveness of nearby cover. A player may not be able to shoot an opponent 
through cover, but a well-placed shot to an explosive object lying nearby can be 
just as effective. For example, any triggered explosives placed near a straw hut can 
instantly blow the top and sides off the hut, completely exposing the players inside. 
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The careful placement of explosive objects near cover positions weakens the pro- 
tection afforded by the cover position. Vehicles used for cover also degrade under 
fire and eventually explode. 


The last kind of cover to consider may best be described as permeable cover. 
These are objects that offer only partial protection from gunfire and explosives. Se- 
curity fences can certainly restrict movement, but they also allow for the passage 
of bullets between their wire mesh and offer very little in the way of concealment. 
(Incidentally, | like to pivot security fences from the vertical to the horizontal for 
use as overhead walkways.) Animal and plank fences have gaps that allow some 
bullets to pass through, as do some items of furniture. Of course, objects of all 
kinds can be arranged to provide a certain degree of cover, while simultaneously 
permitting the experienced player to target an opponent through the gaps. 


Furniture made with soft materials, such as couches or bed mattresses, are quite 
permeable, as are baskets, ceramic pots, and other smaller objects. Straw fences 
are easy to shoot through. Even iron industrial fences offer little resistance. Green- 
house windows and tables have the unusual virtue of being easy to see through, 
while also being impervious to everything. 


It’s up to you to determine the best strategic uses for cover on your maps. Be cre- 
ative and experiment. Carefully consider cover and concealment when sculpting 
the terrain and placing objects on a map. Both will enable you to design a well- 
balanced map, in which the use of cover offers players a tactical advantage over 
the opposing team. 


Contributed by: Charles Watkins (aka UnearthlyWatch) 


Visibility Range 
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The ability to see across a battlefield is one of the most important (and 
sometimes taken-for-granted) capabilities a player relies on in planning 
one’s next move. Limited visibility on a map can have a big impact on 
gameplay. Snipers, for example, are far less effective on limited visibility 
range maps, since such maps favor close-range rather than long-range 
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combat. A map’s limited visibility range can also augment a sense of 
trepidation and fear on the part of players. Consider, for example, how 
a thick fog can instantly change the mood of a map, directly impacting 
both the speed of the gameplay and the risks players are willing to take 
as they cautiously move across the battlefield. 


Recommendation: In Far Cry 2,a map’s visibility range is determined by 
a number of factors, not the least of which is weather and time of day. 
Nighttime maps feature a significantly lower visibility range than do 
daytime maps. So too, inclement weather conditions (e.g., stormy 
weather) can also limit visibility. Use the map editor’s time-of-day and 
weather settings to set the default visibility range for a map. Keep in mind, 
however, that these settings can be overridden when a map is hosted 
online. 


Line of Sight 


Even on a clear day (with no visibility range concerns), a player’s line of 
sight is limited by the obstacles that stand in the way of his or her clear 
view of the surrounding landscape. In pure military terms, line of sight 
refers to the unobstructed straight line between a soldier’s eyes and the 
target he or she is observing. Continually maintaining a direct line 
of sight to a hostile is critical to tracking moving targets and setting 
up accurate shots. When an enemy moves behind an object that 
obstructs an opposing player’s line of sight, the ability of that player to 
target and track the enemy is compromised. 


Recommendation: For each of the strategic locations on a map, use the 
Test mode to check out the line of sight to the location from key posi- 
tions on the map. Purposefully sculpt the terrain and position assets in 
order to enhance or disrupt a player’s line of sight to distant objectives. 
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Commanding Position 


As they navigate a map, most experienced players are constantly sur- 
veying the surrounding terrain for commanding positions that provide 
them with a tactical advantage over the enemy. The classic example of a 
commanding position is an overwatch location that affords an elevated 
view of the unsuspecting enemy below (e.g., the top of a hill or a 
rooftop). At ground level, commanding positions usually afford the 
advantage of cover and concealment from which to observe or engage 
the enemy without being spotted. 


Recommendation: Consciously sculpt the terrain and add fixed assets 
that provide cover to your maps in order to create commanding posi- 
tions, such as high ground, that can be exploited by tactically astute 
players. Also, consider what defenses there should be against com- 
manding positions. For example, an elevated mountaintop ridge that 
provides snipers with a commanding position from which to engage 


the enemy below might also feature a concealed trail leading up to the 
ridge from behind. 


BATTLEFIELD CONDITIONS 


As they traverse a battlefield environment, players need to constantly 
take any number of battlefield conditions into account. These include: 
hostile terrain, potential danger zones and choke points where an ambush 
could take place, obstacles that stand in the way, and inclement weather. 


Importantly, the conditions on a battlefield can change over time. An 
area of land that was only recently cleared of enemies can, a few min- 
utes later, be teeming with hostiles. A clear and sunny day that only re- 
cently provided players with excellent visual coverage of the 
surrounding environment can soon turn into a foggy and stormy over- 
cast day that affords players only low visibility. All players need to be 
constantly surveying the battlefield for changing conditions. Changing 
battlefield conditions, in turn, need to be communicated to every player 
on the team, in order to prepare them for the dangers that lie ahead. 
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Hostile Terrain 


Hostile terrain impedes movement. It may force a player to travel on 
foot (even if the distance to the next objective is great) or it may other- 
wise block or slow down a player from traveling at top speed. The 
classic example of hostile terrain is a rocky incline that must be slowly 
traversed (or bypassed altogether). A wide river that can only be traversed 
by slowly swimming across it is another example of hostile terrain. 
Swimming across a river impedes movement (and, just as importantly, 
restricts access to weapons). 


Recommendation: Incorporate a variety of different types of hostile 
terrain, both land and water-based, onto your maps. For example, use 
hostile terrain to impede or slow progress over the “no man’s land” 
that separates the two sides on a Capture the Diamond map. 


Tip a 


In simple terms, terrain in Far Cry 2 can be organized into the follow- 
ing three categories: 


> Terrain that is easy to traverse, either on foot, in a vehicle, 
or both; 


» Terrain that is difficult to traverse (e.g., due to its rocky 
topography, slope, or obstructions); and 


> Terrain that is impossible to traverse and essentially off limits 
to players and/or vehicles (e.g., due to its sharply angled slope). 
Terrain that is impossible to traverse by either foot or vehicle is 
often purposefully sculpted onto multiplayer maps to demarcate 
natural boundaries that cannot be crossed. 
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Danger Zones 


Danger zones are locations where the enemy is known or suspected to 
be located, to have secured, or to have under close observation. In Far 
Cry 2, the classic example of a danger zone is an enemy team base that 
is very likely teeming with opponents. When crossing a danger zone, 
the basic goals are to cross cautiously, safely, and, if possible, quickly. 


Different types of danger zones warrant different considerations. When 
crossing wide-open danger zones (e.g., a city square or open field), players 
should use cover and concealment to traverse the perimeter (or treeline) 
of the area, if possible. If following the perimeter is not feasible, then 
crossing via the shortest route possible should be the goal. When crossing 
roads and pathways, players should cross at or near a bend, where the 
road is most narrow, or on low ground to reduce enemy surveillance. 


Likewise for streams and rivers. Players should cross at or near a bend, 
or where the waterway is most narrow. Teams should also consider 
posting sniper lookouts on the near sides of rivers. They should watch 
for enemies lying in wait on the far side. 


Minefield and booby-trapped areas, where it is suspected that the 
enemy has placed improvised explosive devices (IEDs) for example, 
constitute danger zones that should be avoided if possible. 


Recommendation: Identify three or four potential danger zones on each 
of the maps you design and then ensure that each danger zone is prop- 
erly balanced so as to afford both an attacking and defending team 
adequate protection. For example, to help a defending team cover a 
danger zone with a base of fire, position emplaced weaponry along the 
perimeter of the danger zone. 


Choke Points 


Choke points are narrow passageways through which players must 
pass. Choke points include both natural and manmade bottlenecks that 
slow down a team’s travel due to their restricted width. Choke points 
not only impede a convoy’s progress; they are also notoriously difficult 
to defend from attack. 
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Examples of natural choke points include narrow mountain passes and 
shallow waterways (e.g., straits) whose course must be followed. Exam- 
ples of manmade choke points include narrow lanes and roads, culverts, 
bridges, and tunnels. 


Choke points are ideal locations for ambushes and surprise attacks. 
For traveling convoys, a common tactic is to take out the first and last 
vehicles in a convoy that is proceeding through a choke point, thus 
trapping those players who are sandwiched in between. In mountain 
valleys and cities, players can also gain the advantage of elevation on 
the peaks of hills and rooftops, as a convoy of enemies slowly proceed 
through the choke point below. 


Recommendation: Incorporate choke points onto your maps, but also 
offer players alternate (albeit less direct) routes between objectives that 
avoid choke points altogether. 


Obstacles 


Obstacles are natural or manmade objects that restrict (i.e., fix, turn, or 
block) the movement or maneuverability of players and/or vehicles. 
Obstacles can slow down or outright prevent players from reaching 
their destination. Some obstacles are natural (e.g., large rocks blocking 
a roadway due to a landslide). Others are manmade and purposefully 
designed to impede movement (e.g., a roadblock). 


Recommendation: Add high fences to block off access to certain areas 
on your maps (or to force players to go all the way around). Also, add 
smaller obstructions, such as rocks and debris, near the end of the map 
design process, once the main design elements are set in place. 


Weather 


Weather conditions can impact on the gameplay experiences of players 
across a whole map. A clear and sunny day affords excellent visual cov- 
erage of even distant targets (unless the sun is in your eyes), while an 
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overcast and stormy day can limit the visual range of players to as little 
as a few yards. Similarly, when the wind picks up, as shown in Figure 
4.1, it can be difficult to focus in on a distant target or hear a hostile 
approaching from behind. 


FIGURE 4.1. The wind has picked up considerably on this map that features an 
overcast sky and stormy weather conditions. 


The gameplay on maps that feature inclement weather conditions 
tends to be slow and deliberate as players move cautiously between 
cover positions, squinting their eyes as they gaze into the distance in an 
effort to spot far-away enemies or movement of any kind. 


Although not a weather condition per se, the time-of-day settings on 
maps interact with weather conditions to make it, in extreme cases 
(e.g., a dark and stormy night), virtually impossible to see even a few 
feet into the distance. 
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Recommendation: As you experiment with different weather conditions 
and time-of-day settings, test out multiple versions of your maps. 
Finalize two versions of a favorite map—one set at midday, the other 
set at midnight. 


Travel Time 


Each of the above battlefield conditions has the potential to impact 
directly on a player’s travel time to the next objective. Danger zones 
must be crossed safely. Choke points must be properly surveilled before 
being crossed. Obstacles must be traversed or bypassed altogether. The 
weather can impede a player’s progress, no matter what terrain ele- 
ments he or she is faced with. 


The above said, a player’s time on target is most impacted by the distance 
between Point A and Point B—most notably, the distance between a 
player’s spawn location and the primary objective (e.g., the enemy’s 
diamond station in the case of a Capture the Diamond match or the 
nearest contested control point in the case of an Uprising match). As 
was noted in Chapter 2, the pace of a multiplayer match is directly 
impacted by the distance between objectives. 


Recommendation: Never lose sight of the importance of travel time. 
Vary the distance between objectives in order to vary the pace and flow 
of a round. 


Tip 


There is nothing more frustrating for a player than repeatedly spawn- 
ing a long distance away from the main fight, with no vehicle in sight. 
Position vehicles at locations where they will be most useful in getting 
newly spawned players back into the fight as quickly as possible. 


— 
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BATTLEFIELD STRUCTURE 


Every multiplayer map is different, but most tactical wargame maps 
share many elements in common, including a similar type of geograph- 
ical structure. 


The Battlespace 


The battlespace comprises the entire spectrum of the battlefield envi- 
ronment, including the location and capabilities of the enemy, but also 
the battlefield environment as a whole (including land, water, and air 
environments). From a map maker’s perspective, the battlespace is the 
map in its entirety, including the out-of-bounds areas, inaccessible 
areas, outlying areas—in short, the entire map environment. It Is 
within the context of the battlespace that key decisions are made by a 
map’s designer to block off access to certain areas, to designate other 
areas as out of bounds, and to place and position key assets, such as 
military bases and ammo stockpiles. 


Recommendation: When designing maps, zoom out a fair distance from 
the map to gain a holistic view of the entire battlespace environment. 


Out-of-Bounds Area 


The out-of-bounds area on a Far Cry 2 multiplayer map comprises a 
continuous space designated by a map’s designer as lying outside the 
fighting area (i.e., the playable zone). Players who enter the out-of- 
bounds area are prompted by the game to return to the designated 
fighting area. Those who do not comply die, once a 10-second timer 
has counted down. The out-of-bounds area is positioned around the 
periphery of a map by the map’s designer, although it may also push 
deep into the interior of the map at various points. For small maps, 
more than 50% of the entire battlespace may be designated as out of 
bounds. In sharp contrast, large maps may designate only a very thin 
periphery of the map as out of bounds. 
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Recommendation: Wherever possible, try to make an out-of-bounds 
area inaccessible to players. Use sharply sloping terrain and obstacles to 
prevent a player from entering (or even trying to enter) the out-of-bounds 
area. Although it is not always possible, try to avoid creating situations 
where the game must prompt players to return to the fighting area. 


Engagement Areas 


Engagement areas comprise the locations at which a majority of the 
fighting is expected to occur. On Uprising maps, control points are de 
facto engagement areas as they represent key objectives that must be 
fought over for control. On maps with strategically positioned supply 
points, ammo stockpiles may also be key engagement areas, especially if 
ammunition is otherwise in short supply. The locations where em- 
placed weapons and vehicles are positioned (especially paragliders) also 
tend to be key engagement areas. Engagement areas can also include 
key overwatch and commanding positions from which the enemy can 
be observed and/or engaged from an elevated position. 


Recommendation: In addition to their layout, care should also be taken 
in choosing the locations of engagement areas on a map, including 
their proximity to one another and team bases, etc. It is also important 
that you pay close attention to the periphery (the perimeter) of an en- 
gagement area and the pathway(s) leading into it. These tend to be just 
as contested as the engagement area itself, since securing perimeters 
and pathways affords a marked advantage. 


Intercept Points 


Intercept points are specific locations where enemy forces are expected 
to meet in battle and engage one another. The intersection or crossroad 
where two major roads meet can serve as an intercept point on certain 
maps, but so too can a town square at the very center of a city. Some- 
times, it is the very center point on a rural map that serves as the major 
intercept point, as each side in a battle rushes (often in vehicles) to the 
middle of the map to secure its key interior terrain. 
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Recommendation: In general, you can increase the number of intercept 
points on a map by decreasing the number of pathways between objec- 
tives. The more players on opposing teams are forced to travel the same 
route, the more likely they are to meet up with each other. On the other 
hand, to permit players the option of bypassing an intercept point alto- 
gether, add a bypass route (e.g., an “off-the-beaten” path) that avoids 
the intercept point altogether. 


Territory 


On a competitive multiplayer map in which two teams are fighting for 
control of the land, there are three kinds of territory. Controlled terri- 
tory is territory that has been captured and secured by one side in a 
conflict. A multiplayer match may well begin with one or both sides 
having control over some of the territory on a map (e.g., the immediate 
area surrounding their team base). Contested territory is territory that 
is currently being fought over for control. Uncontrolled territory is an 
unsecured area of the map that neither side in a conflict is currently 
contesting. In certain cases (e.g., where the territory is far removed 
from the main fight), uncontrolled territory may be unimportant 
strategically and pretty much ignored by both sides. In reality, there 
simply isn’t the manpower to control all of the territory on most maps, 
so some of it must be left unsecured. 


Recommendation: Think about each sector of a map in terms of the 
three kinds of territory: controlled, contested, and uncontrolled. Although 
every battle unfolds differently, try to predict which areas of the map, 
beyond the obvious (e.g., team bases, diamond stations, and control 
points), are most likely to be contested. 


Key Terrain 


Key terrain (also known as vital ground) refers to key areas of a map 
that, when under the control of one team, affords that team a marked 
advantage over the opposing team. On Uprising maps, control points are 
de facto examples of key terrain, as control over them is the key to victory. 
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Elevated overwatch positions that afford one side a clear view of the 
enemy below and the contested pathways between objectives are also 
examples of key terrain. 


Recommendation: Consciously design your maps with key terrain in 
mind. Think like a military geographer and sculpt the terrain to afford 
one side in a battle (the side that takes strategic advantage of the ter- 
rain) a marked advantage. 


Staging Areas 


Staging areas are locations at which the final preparations for a military 
operation (e.g., an assault) are made and troops are organized. Team 
bases are the most obvious examples of staging areas on Far Cry 2 
maps, as they are almost always close to the locations at which players 
spawn (and where vehicles and ammo stockpiles are located). Staging 
areas are sometimes referred to as assembly areas, especially when they 
are used to mass troops prior to carrying out a military operation. 


Recommendation: On larger maps, equip each team base with vehicles, 
ammo stockpiles, and other key assets: Also, leave plenty of room for 
spawning players to maneuver and congregate. Always ensure that 
staging areas have adequate defense. For example, strategically position 
emplaced weaponry at or near team bases and surround team bases 
with fencing. 


Rally Points 


Rally points are locations along a route at which troops can safely stop, 
meet up, and (if necessary) regroup. (On single-player maps, the waypoints 
that players must cross before continuing the game are quasi examples 
of rally points.) On multiplayer maps, rally points can serve to break up 
longer routes into shorter legs that can be more safely traveled, one leg 
at a time. 
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Recommendation: Players choose what rally points to stop at (and 
whether to stop and meet up as a team at all), but map designers can 
cue players to consider using rally points by creating appropriate stop- 
ping and resting points along a map’s routes. Rally points should offer 
players a degree of cover and concealment and the potential for tempo- 
rary security along an otherwise unprotected route. 


Military Bases 


Military bases are probably the most recognizable locations on team- 
based multiplayer maps. Players almost always spawn at or near mili- 
tary bases (i.e., team bases), so these locations represent logical staging 
areas from which to launch assaults. On the other hand, military bases 
are very often the targets of enemy assaults. The enemy knows this is 
where the other team’s troops are likely to be massed at the beginning 
of a round. The enemy also knows that disrupting the ability of the op- 
posing team to organize itself and safely move out from its base will put 
the opposing team on the defensive. Key assets, such as vehicles, em- 
placed weaponry, and ammo stockpiles, are also typically located at 
military bases. Taking control of (or destroying) these assets is often a 
secondary goal of the enemy. 


Recommendation: It is common to position the two opposing team’s 
bases on opposite sides of a map, but this is not always necessary, par- 
ticularly on Uprising maps, where the primary objective is not to secure 
the opposing team’s base, but rather the three control points. On Uprising 
maps, the two team bases can even be positioned adjacent to one other, 
only a stone’s throw away from each other. 


Spawn Points 


Spawn points are the locations at which players spawn (appear) at the 
beginning of a multiplayer round and respawn after being fragged 
(killed) during the round. On small or fast-paced skirmish maps, spawn 
points may be positioned close to the main engagement areas to enable 
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players to quickly get back into the fight. On larger maps, spawn points 
may be purposefully positioned far from the main fight, which makes 
being fragged all the more punishing due to the extended time it takes 
to get back into the fight. 


Tip 
Pay careful attention to the following rules of thumb when placing 
spawn points on a map: 


> On Deathmatch maps, don’t place the spawn points too close 
together; 


> On larger maps, place more than the minimum number of 
required spawn points (up to 64); 


> For spawn points that are positioned far away from the main 
fight, ensure that a vehicle is located nearby; 


> Group the spawn points for members of the same team in 
clusters of two or three in order to promote squad tactics; 


> Don’t cluster all of the spawn points for a team close together, 
lest the players all be ambushed by spawn campers on the 
opposing team. 


Recommendation: The location of spawn points on a multiplayer map is 
absolutely critical to ensuring balanced gameplay. There is perhaps no 
worse feeling for a player than repeatedly spawning at locations that are 
vulnerable to enemy attack because the spawn points on the map have 
been poorly positioned. In positioning the spawn points on a map, try 
to distance them from engagement areas or locations where high con- 
centrations of enemy forces are expected to mass or travel through. 
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Fortified Positions 


Fortified positions range from small, strategically positioned pillboxes 
(gun emplacements) to full-fledged military installations such as under- 
ground bunkers and well-defended military outposts. Fortified posi- 
tions are strategically located and built with defensive operations firmly 
in mind. The material makeup of smaller fortified positions (e.g., sand- 
bags) offer protection while well-armed gun emplacements (e.g., mounted 
machine guns and rocket launchers) provide plenty of stopping power 
aimed squarely at preventing the enemy from breaking through. 


Recommendation: The map editor includes a wide assortment of 
emplaced weaponry (e.g., machine guns and grenade launchers) from which 
to choose. Keep a weapon’s stopping power and firing/covering range 
firmly in mind when choosing an emplaced weapon to add to a map. 
Then, carefully locate—and most importantly, rotate—the emplaced 
weapon into the best defensive position possible. Also, try to draw 
attention to the fortified position (e.g., by placing it on a slightly raised 
plateau) in order to encourage its use by players in the heat of battle. 


Supply Points 


Supply points are locations at which players can stock up on ammo, 
weapons, and other equipment. In Far Cry 2, ammo stockpiles are crit- 
ical assets, particularly during long-running battles in which players are 
apt to repeatedly run out of ammunition such as bullets and grenades. 


Recommendation: Ammo stockpiles can be purposefully located in 
out-of-the-way areas or along highly trafficked routes. Out-of-the-way 
locations require players to go out of their way to restock up on ammo, 
but they also afford players greater security as they are restocking, since 
their remote location makes them less likely to be attacked. On the 
other hand, ammo stockpiles positioned at or near key engagement 
areas or along highly traveled routes are apt to be highly contested. 
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BATTLEFIELD PATHWAYS 


Military battles are characterized by movement—most importantly, 
the movement of troops from one objective to another. As important 
as the battlefield locations described previously are to a wargame map’s 
design, special attention must also be paid to the pathways to, from, 
and between locations. 


Avenues of Approach 


In the world of war, an avenue of approach is the ideal strategic route 
for approaching a military objective. In moving from Point A to Point 
B, players ideally plan in advance their avenue of approach to (and 
through) enemy-held territory, contested terrain, and other engage- 
ment areas, taking all potential threats into account. Map designers can 
provide players with one, two, three, or many more possible pathways 
between objectives by adding direct, indirect, and non-linear routes to 
the maps they create. 


Direct Routes: A direct route comprises the most direct or efficient 
route between Point A and Point B. A direct pathway is typically highly 
traveled and very well built (e.g., a two-lane asphalt road). Main roads 
that directly connect two built-up areas (often in a straight or near 
straight line) are good examples of direct pathways. 


Indirect Routes: An indirect route bypasses and stays clear of the direct 
route between Point A and Point B. An indirect route may run parallel 
to a more direct route (possibly remaining hidden in a forested strip of 
land that runs alongside the direct route) or it may instead wind, mean- 
der, and snake around, in effect taking its time in getting from Point A 
to Point B. Since indirect routes stay clear of the most direct route, 
using them to travel between objectives can take longer. Indirect routes 
also tend to be composed of rougher terrain (e.g., a gravel trail). How- 
ever, indirect routes can often be used to avoid or sneak up on enemies, 
making them the preferred type of route for stealth operations, in 
which the avoidance of hostiles traveling along highly trafficked direct 
routes is critical. 
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Non-linear Routes: A non-linear route abruptly changes direction, 
meanders, and may even backtrack on its way from Point A to Point B. 
Non-linear routes sometimes flank an engagement area by connecting 
to its “side” or “rear,” rather than to its frontmost access point (where 
the direct route is most likely to originate from). As a result, non-linear 
routes can be used to launch flanking attacks on the enemy that target 
him where he is least likely to be protected (his side or rear flanks). 


Flanking the enemy by approaching his position from the side or rear 
is a common military tactic. Combining a full frontal assault (via a 
direct route) with a flanking maneuver (via a non-linear route) can 
be a particularly effective tactic that confuses and disrupts the enemy. 
Encircling the enemy by surrounding him on all sides (front, flanks, 
and rear) is even more effective, but this maneuver requires the most 
synchronous movement of forces. 


Main Roads 


Main roads are the primary and most efficient means for getting 
around a map using vehicles. Their clear advantage is ease and speed of 
travel. As shown in Figure 4.2, main roads tend to be wider than secondary 
roads. In some cases, they may even be paved and feature two-lane traf- 
fic. The primary disadvantage of main roads is their popularity, to both 
sides in a conflict, as direct routes to the next objective. Players who 
stick to the main roads are very likely to encounter the enemy head on. 


Secondary Roads 


Secondary roads provide alternate routes between objectives. Their ter- 
rain tends to be rougher than that of main roads (i.e., players traveling 
on secondary roads are apt to experience plenty of bumps and perhaps 
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a few obstructions). Compared to main roads, secondary roads also 
tend to be windier, with more curves and turns. As they feature fewer 
straightaways, it is difficult to ramp up vehicles to their top speed on 
secondary roads while still negotiating the numerous twists and turns. 
The primary advantage of secondary roads is that they tend to be less trav- 
eled than main roads, meaning there is less chance of encountering the 
enemy. (Players who are unfamiliar with a map tend to avoid secondary 
roads altogether.) The main disadvantage of secondary roads is that they 
do not offer the most efficient or speediest of routes between objectives. 


Tip 


Q As you think about the pathways on your maps, consider adding 
escape routes that players can use to quickly retreat from a fight. 


FIGURE 4.2 This two-lane road through the center of town is no doubt highly traveled. 
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Off-Road Pathways 


Off-road pathways, such as trails and footpaths, can only be traversed 
on foot as they are too narrow to be negotiated by vehicles. Off-road 
pathways are typically found in wooded or forested areas where the 
dense vegetation blocks vehicles from entering. The primary advantage 
of off-road pathways is that they provide cleared pathways for moving 
through thickly vegetated areas such as a jungle. Off-road pathways 
also tend to help with navigation, since they are likely to lead to an 
objective or critical asset (e.g., an ammo stockpile). The major disad- 
vantage of off-road pathways is that they must be negotiated on foot, 
which slows down travel time. 


Tip 


Since off-road pathways must be traveled by foot, their routes should 
(in general) be significantly shorter than main roads and secondary 
roads. 


a 


Forged Pathways 


Forged pathways are routes that players forge through a map of their 
own accord, regardless of the set routes that have been laid out by the 
map’s designer. The primary advantage of forged pathways is that they 
can often be used to avoid the enemy altogether, allowing players to 
sneak up on control points, for example. The chief disadvantage of 
forged pathways is that they make it very easy to get lost on maps, since 
there is no set pathway to follow. Players who forge their way through a 
map’s densely vegetated jungle or forested environment, purposefully 
avoiding the set pathways, need to rely even more than most on the 
heads-up display that shows the direction and distance to the enemy’s 
team base and other objectives. 
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Design a small to medium-sized forested Deathmatch map that fea- 
tures no roads or pathways whatsoever. As they search out opponents 
to frag, players will also need to negotiate the terrain from all direc- 
tions, even as they make critical decisions (with no help from their 
surroundings) as to which direction to turn and travel on the map. &% 


Waterways 


In addition to traveling by land, players in Far Cry 2 can travel by water. 
Waterways, such as rivers and streams, can be traveled using either 
fishing boats or swamp boats. (The beaches and shorelines that run 
parallel to waterways can sometimes also be traveled by foot. So too, 
players can swim along the shorelines of waterways.) As in the real world, 
waterways are a primary means of transport on water-based maps. A 
waterway may run parallel to a main road or it may be the only means 
(other than forged pathways) for getting from Point A to Point B. 


BATTLEFIELD LOCATIONS 


Far Cry 2 is probably not the first action game you have played. Think 
back fora moment to some of the other wargames you have enjoyed over 
the years (e.g., possibly Ubisoft’s Ghost Recon, Rainbow Six, and Splinter 
Cell series). What are some of the most memorable locations at which the 
missions in these games are set? (The bank mission in Splinter Cell: Chaos 
Theory is a personal favorite of the author’s.) Let your fond memories of 
the wargame settings you have enjoyed playing in other action games 
inspire the locations you choose for the Far Cry 2 maps you create. 


The following is a selection of some of the most common locations for 
wargame maps. This list is by no means exhaustive, but it does offer a 
starting point for thinking about the settings for new Far Cry 2 maps. 


air base 
airfield 

airport 

arena 

armory 

art gallery 
bank 

bar 

barracks 

base camp 
border crossing 
bridge 

bunker 

bus station 
campsite 
campus 
casino 

castle 
cathedral 

cave 

cemetery 
checkpoint 
chemical plant 
church 

city 

city (destroyed) 
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city streets 


communications center 


construction site 
courthouse 
crawlspace 
dockland 
dungeon 

factory 
farmstead 

forest 

ghost town 
graveyard 
harbor 

hospital 

house 

industrial complex 
island 

jungle 
laboratory 
landing zone 
landmark 
manufacturing plant 
market 

mess hall 
metropolis 


military base 
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minefield 
missile base 
museum 

naval base 
nuclear power plant 
observation tower 
office building 
open field 
palace 

park 

parking lot 
police station 
prison 
racetrack 
ranch 
research lab 
restaurant 
rooftop 

ruins 

scrap yard 
sewer system 
ship 

shipyard 
shooting range 
shopping mall 


shoreline 
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space station theater trench 
stadium tower | underwater 
sub-basement town square vault 
subway train village 
television station train station war zone 
temple train yard wreckage 


Brainstorm ten additional locations for wargame maps that could be 
added to the preceding list. & 


SUMMARY 


This chapter explored multiplayer map making from the vantage point 
ofa military tactician who is constantly surveying the land for its tactical 
advantage. The field of military geography was defined. The strategic 
value of terrain was then discussed in relation to a number of key con- 
cepts, including cover, visibility range, line of sight, and commanding 
position. Several battlefield conditions, including hostile terrain, danger 
zones, choke points, obstacles, and weather conditions were explored 
next. The structure of a typical battlefield, in terms of its battlespace, 
out-of-bounds areas, engagement areas, intercept points, key terrain, 
staging areas, rally points, military bases, spawn points, fortified posi- 
tions, and supply points were then discussed. Three kinds of territory— 
controlled, contested, and uncontrolled—were also examined. The 
discussion of battlefield pathways centered on direct, indirect, and non- 
linear approach routes and the different types of pathways (main roads, 
secondary roads, off-road pathways, forged pathways, and waterways) 
that can be added to a map. The chapter closed with a list of some of the 
most common locations for wargame maps. 


URBAN 
WARFARE 


hinted at the wide range of battlefield locations 

that can be constructed using the map editor. 
Although compelling wargame maps that exclusively 
feature the natural landforms discussed in Chapter 3 
can be created (using the map editor’s terrain sculpting 
and texturing tools and some of the natural objects listed 
toward the end of this chapter), most rural maps will 
also feature a selection of built infrastructure elements 
(e.g., roads and buildings). Still other maps will encom- 
pass complete urban environments. With both scenarios 
in mind, this chapter briefly introduces the professional 
fields of urban planning, landscape design, architecture, 
and interior design, before moving on to explore seven 
land use designations and the implications of each to 
the design of urban maps. The balance of this chapter 
then introduces and lists all of the hundreds of infra- 
structure objects that can be added to a Far Cry 2 map. 
These objects range from the simple barrel to the enter- 
able multi-story building. 


Te list at the end of the previous chapter only 
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In this chapter: 
> Urban Planning for an Urban War Zone 
> The Far Cry 2 Infrastructure Assets 


>» Summary 


URBAN PLANNING FOR AN URBAN WAR ZONE 


As shown in Figure 5.1, entire urban environments can be constructed 
using the hundreds of infrastructure assets included with the Far Cry 2 
map editor. From tiny outposts to full-fledged city centers, the possibil- 
ities for urban design are nearly endless. Yet, whatever your urban design 
goals, you will almost surely draw on ideas that trace their origins back 
to four urban design—related fields: urban planning, landscape design, 
architecture, and interior design. Each is briefly defined below. 


‘ ea. A, 


FIGURE 5.1 Entire villages and cities can be built using the hundreds 
of objects included with the map editor. 
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> Urban planning focuses on the design of urban environments, 
such as towns, villages, and cities. Urban planners are particularly 
concerned with how well an urban environment looks and 
functions as a whole. The division of an urban area into distinct 
land use designations (discussed later in this chapter) is of direct 
relevance to urban planning. 


> Landscape design focuses on the design of exterior spaces—most 
notably gardens, but also built infrastructure elements such as the 
outdoor walkways leading into buildings. Landscape designers 
focus particularly on how well the grounds surrounding a build- 
ing look and function. The design of the exterior space that rests 
in between two buildings is, for example, one area of interest. 


> Architecture focuses on the design and construction of buildings. 
Architects are espetially concerned with how well the structural 
design of a building looks (aesthetically) and functions (meets 
people’s needs). 


> Interior design focuses on the design of interior spaces, especially 
how the rooms inside buildings are furnished. Interior designers 
are particularly concerned with how well a furnished and deco- 
rated room looks and functions. 


Consider, from the perspective of each of the above fields, the implica- 
tions of adding a building to an urban map. Here are some specific 
points to keep in mind. 


Urban Planning: Think carefully about the relationship of the building 
to the surrounding environment, especially in terms of the building's 
size and height (number of stories) and the location of doorways and 
windows. Also, consider how the rooftop of the building (assuming the 
rooftop is accessible) could impact the gameplay. Ask yourself these 
questions: Are the size and height of the building appropriate to the 
area? Has the building been moved and rotated into the best possible 
position, so as to, for example, create a strategically positioned alleyway 
between this building and the adjoining building? Does the location of 
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the building’s windows (if any) provide players who are looking 
through the windows with good vantage points from which to observe 
enemy activity outside the building? How might snipers and other sol- 
dier classes take advantage of the building’s upper-floor windows and 
rooftop in terms of overwatch of the surrounding area and the ground 
immediately below? How far into the distance will a player on the 
rooftop be able to see in each direction? Is the building close enough to 
any adjacent buildings to allow players to jump between them? 


Tip 


Keep in mind that ladders and other objects (e.g., stacked crates) can 
be positioned against the outside walls of buildings to allow players 
alternate access to the rooftops and landings of buildings. Indeed, a 
ladder up to the rooftop of a building can act as an effective counter- 
measure against an unsuspecting sniper who is targeting opponents 
from a protected position on the opposite side of the rooftop. 


Landscape Design: Look around the outside of the building and 
consider how the grounds bordering the building are (or should be) 
designed. Ask yourself these questions: How large should the building’s 
grounds be? Should there only be a thin strip of ground separating the 
building from the adjacent building or should there be room for a lawn 
or garden of some sort? Should the grounds surrounding the building 
appear rough and unkempt or should they instead appear manicured 
and well maintained? Should the building have a walkway that leads 
into the building’s main entrance? Should there be signage outside that 
directs players to the building’s entrances? How might fencing be used 
to demarcate the building’s property lines and direct player movement 
around the building? 
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‘Tip | 
Positioning two buildings adjacent to one another creates a pathway 
between the two buildings through which player movement can be 
channeled. Such pathways can serve as alleyways through which play- 
ers must travel by foot or laneways that are wide enough to accom- 
modate vehicles. The pathways between buildings can also serve as 


bottlenecks and chokepoints within which players can be ambushed 
(e.g., from above). 


Architecture: Go inside the building (using the map editor’s Test mode) 
and consider the interior layout of the building. For each of the multi- 
room buildings you place on a map, consider the interior layout of the 
building in terms of its doorways, walls, and stairwells. Ask yourself 
these questions: Is the building’s interior layout too complex for the 
gameplay the map aims to encourage? (If so, choose a building with 
fewer rooms.) How might players navigate the interior of the building? 
Which room are they likely to enter first from outside? How might they 
then proceed, if their goal is to sweep the entire building, looking for 
hostiles or the enemy’s diamond station, for example? 


Interior Design: Having considered its interior layout, begin furnish- 
ing the building. Keep the ease with which a player can navigate each 
room firmly in mind. Unless its purpose is to impede movement, a 
piece of furniture should never get in the way of a player’s ability to 
navigate a room. However, furniture can be used to create effective 
cover positions that can help protect players from direct fire. For each 
piece of furniture you add to a room, ask yourself these questions: Is 
this piece of furniture appropriate to the function of the room (e.g., a 
kitchen or bedroom)? Does this piece of furniture add aesthetic value 
to the room? Does this piece of furniture add strategic value to the 
room? The answer to at least one of the latter two questions should 
always be yes. Otherwise, the piece of furniture you are adding may not 
be needed. 
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If your urban planning goals are somewhat ambitious—for example, if 
you aspire to create a whole city, town square, village, or farmstead 
environment, then it is important to carefully consider the specific land 
use designation you wish to assign to each sector of an urban environ- 
ment. Careful planning of the functional use to which each sector of 
an urban map is put can go a long way in helping you choose the most 
appropriate infrastructure elements to add to different areas of the map. 
Many multiplayer maps focus on only one land use designation, while 
others incorporate two or more land uses in order to provide players 
with multiple, sometimes starkly contrasting urban environments within 
which to fight. Seven land use designations are described below. 


Wilderness Areas 


Wilderness areas remain, for the most part, untouched by human im- 
pact. They feature few (if any) built structures and are wild spaces in the 
truest sense of the word. Unpopulated areas on rural maps are a prime 
example of wilderness areas, but so too are national parks and safaris 
(common in Africa, where Far Cry 2 is set). 


Recommendation: Although the landforms described in Chapter 3 can 
be used to create vast expanses of wilderness environments, also con- 
sider adding a smaller, unkempt quasi-wilderness environment to an 
urban map where a long abandoned industrial complex has become 
overgrown with long grasses and shrubbery. 


Agricultural Lands 


Agricultural lands are used by humans for the cultivation of crops and 
the grazing of livestock. Agricultural lands include meadows, pastures, 
ranges, orchards, and vineyards, among other types of arable lands. 


Recommendation: On a grassland map, use a selection of huts and other 
buildings to create widely spaced apart farmsteads or ranches. For each 
farmstead, add a farmhouse (or ranch house) and one or more barns. 
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Use the farm-styled fence assets to fence off the pastures and grazing 
areas. Use the various plant objects to create crop gardens. Add a wind- 
mill, well, and flock of birds to the map to complete the rustic scene. 


Tip 


Creating complex city maps requires great skill due to the need to 
carefully position so many (often small detail) objects so close to one 
another. Each object must be perfectly positioned and angled in rela- 
tion to nearby objects. Should you find the urban design challenge to 
be just too daunting, focus instead on the creation of rural maps or 
design maps with fewer infrastructure elements, such as farmsteads 
or small villages. 


Residential Areas 


Residential areas in cities are designated as living spaces for people. One 
of the primary goals of urban planning is to separate the major com- 
mercial and industrial sectors of a city from its residential areas. The 
buildings in residential areas include single-dwelling houses, townhouses, 
and apartment buildings. In addition to homes, residential areas feature 
schools, churches, parks, corner stores, grocery stores, and emergency 
service buildings, such as police and fire stations. 


Recommendation: Design residential areas that feature an assortment of 
mostly one-story houses, complete with driveways, sidewalks, and 
fenced-in front and backyards. Park up to six drivable vehicles on the 
street (or in the car garages). Furnish the interiors of a few enterable 
houses with kitchens, bedrooms, and living rooms. (Use non-enterable 
buildings for the other houses.) Lean a few ladders against the sides of 
houses to allow players to climb up onto the rooftops of homes. 
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Public Spaces 


Public spaces include parks as well as city centers and town squares. 
They also include civic and public buildings, such as city halls, hospi- 
tals, and community centers. 


Recommendation: Build a town square situated at a major street inter- 
section. Position a number of public buildings on each corner (e-.g., a 
church and train station). Design a small park, complete with a water 
pond (see an activity in Chapter | for advice on how to do this) on one 
corner. Make the town square as aesthetically beautiful and inviting as 
possible. Allow the pride of the town to show through. 


Commercial Districts 


Commercial districts are designated as areas where economic trade 
(commercial activity) is allowed to flourish. Stores, shopping malls, 
strip malls, and office buildings are prominent examples of buildings in 
modern cities that are located in commercial districts. 


Recommendation: The commercial districts in Far Cry 2 clearly do not 
feature the towering office buildings and mega shopping complexes 
commonly found in large urban metropolises. Rather, in keeping with 
the game’s setting, it is the more modestly sized village market and 
roadside kiosk where most commercial trade occurs. 


Tip 


Transportation hubs represent another land use designation. While 
Far Cry 2 does not feature assets for creating interstate highways or 
airport terminals, it does include a wide selection of assets for creating 
train yards (as well as train tracks that run through a map). The train 
objects also fit nicely into the design of industrial zones. 
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industrial Zones 


Industrial zones, such as construction sites, factories, manufacturing 
plants, scrap yards, and other types of industrial complexes are very 
popular settings for wargame maps. Partly, this is due to the fact that of 
all the urban land use designations discussed above, industrial zones 
are by far the least populated. (Due to their relative privacy and re- 
moteness, industrial zones are also the locations at which gangs and 
terrorists often congregate in single-player games, in order to conduct 
their criminal enterprises. ) 


Recommendation: Dozens of objects in the map editor can be combined 
to create a wide assortment of industrial complexes, ranging from car 
scrapyards to chemical storage facilities. Start with the hangars and 
warehouses in the “Buildings: Industrial” category. Then, add fencing 
to demarcate the different areas of an industrial complex. There are 
also dozens of objects in the “Utilities: Structures,” “Utilities: Crates 
and Containers,” “Utilities: Detail Objects,” and “Utilities: Other Cover” 
categories from which to choose. Since ladders are a common fixture in 
industrial zones, they can be added liberally to an industrial map. So 
too can explosive objects. 


Create a waterfront district for a city map that uses many of the 
water-themed assets included with the map editor (e.g., the barge, 
quays, and boats). & 


Military Zones 


Military zones are not normally listed alongside residential areas and 
commercial districts when it comes to urban land use designations, but 
in the world of tactical wargames, military zones, like industrial zones, 
are very popular settings for multiplayer battles. Military zones range 
from air bases and armories to military bases and missile complexes. 
Their design squarely aims to keep unauthorized personnel out. 
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Recommendation: The map editor’s fort structures are the ideal build- 
ing blocks for constructing a certain style of military installation that 
aims to keep trespassers out. Military zones are also the only land use 
designation (in the real world) where one would expect to find em- 
placed weaponry (e.g., light and heavy machine guns). Surround a mil- 
itary zone with good quality fencing and make good use of the barriers 
and checkpoints in the “Utilities: Other Cover” category. 


Tip 


The above land use designations are all rooted in the real world. Of 
course, in the world of video games, you can also choose to create 
many other types of built environments, ranging from underwater 
settings to space stations. 


THE FAR CRY 2 INFRASTRUCTURE ASSETS 


Regardless of whether you are designing a farmstead, a commercial dis- 
trict, or an industrial zone, the hundreds of infrastructure assets in- 
cluded with the map editor will serve you well. Below is an extensive list 
of all of the objects—ranging from the simple barrel to the enterable 
multi-story building—that can be added to a Far Cry 2 map using the 
Add New Object tool. Flag your favorite objects using the checkboxes 
in the following lists. (Consider photocopying these pages first.) 


Multiplayer 


As shown in Figure 5.2, this all-important category includes the requi- 
site multiplayer assets needed to prepare a map for Deathmatch, Team 
Deathmatch, Capture the Diamond, and/or Uprising play. The specta- 
tor camera Is also included in this category. 
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FIGURE 5.2. The multiplayer assets include spawn points, team base markers, 
diamond stations, and control points. 


Tip 


It goes without saying that the strategic placement of spawn points, 

7, team bases, diamond stations, and control points on a map is all im- 
portant. As you design your maps, have a good sense of where you 
plan to position each of these elements in order to foster balanced 
and compelling gameplay. 


L] Spawn Point | | Control Point Setup 01 A 


|] Control Point Setup 01 B 
|} Control Point A 


[} Control Point B 
|} Control Point C 


[ | Control Point Setup 01 C 
| | Control Point Setup 02 A 
|} Control Point Setup 02 B 


| } Control Point Setup 02 C 
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[-] Control Point Setup 03 A [_] UFLL Base Marker 

[-] Control Point Setup 03 B [_] UFLL Diamond Station 
[-] Control Point Setup 03 C [_] UFLL Spawn Point 

[-] APR Base Marker [-] Spectator Camera 


[-] APR Diamond Station 
[-] APR Spawn Point 


Signage 


The signage assets in this category can be used to label each team’s base 
and surrounding territory. Additional signs can be found in the “Utilities: 
Detail Objects” category. 


7, As noted earlier in the book, signage can help players orient them- 
selves to and navigate a map. Signs can also make a map appear more 


realistic. 
[] Arrow [-] APR Arrow 
[J Post (] APR Graffiti 
[_] APR Poster 01 
(_} Sign Ammo [_] APR Poster 02 
(_] Sign Bunker [] APR Poster 03 
(] Sign CTF [-] APR Poster 04 
[] Sign Guard Post [_] APR Poster 05 
(J Sign Motor Pool CJ APR Poster 06 
C] Sign VIP [] APR Poster 07 


[_] APR Poster 08 
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[) APR Sign [-}] UFLL Poster 04 
[-} APR Sign Ammo [-] UPLL Poster 05 
[] APR Sign Bunker [_] UFLL Poster 06 
(} APR Sign CTF [}] UFLL Poster 07 
[_} APR Sign Guard Post [] UFLL Poster 08 
(_] APR Sign Motor Pool (_] UFLL Sign 
[-] APR Sign VIP ["] UFLL Sign Ammo 
[] Big APR Sign [_] UFLL Sign Bunker 
(_] UFLL Sign CTF 
[-] UFLL Arrow ["] UFLL Sign Guard Post 
[} UFLL Graffiti [_] UPLL Sign Motor Pool 
[-} UFLL Poster 01 [] UFLL Sign VIP 
_] UFLL Poster 02 [} Big UFLL Sign 
|} UFLL Poster 03 


Ammo and Weapons 


The assets in this category comprise the requisite ammunition pile, at 
which players can restock up on ammo, plus a selection of emplaced 
weapons (light and heavy machine guns and grenade launchers) that can 
be strategically positioned on a map to help players defend an area (see 
Figure 5.3). It is critically important that when placing an emplaced 
weapon you also rotate it so that it is facing the most appropriate direc- 
tion. Keep in mind that emplaced weapons can turn only a limited 
number of degrees in either direction. When play testing a map, be sure 
to test each emplaced weapon. Ensure that each weapon provides the 
best possible coverage of an area. 
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FIGURE 5.3 The emplaced weaponry in For Cry 2 augments the 
hand-held weaponry players carry into battle. 


Tip 


The strategic placement of ammunition piles is very important. For the 

9, maps you design, consider whether the map’s ammo stockpiles should 
be located at team bases, near diamond stations or control points, 
along roads and/or footpaths, or purposefully positioned far away 
from the main fight. Keep in mind that a maximum of ten ammo 
piles can be placed on a map. Also, keep in mind that ammo stockpiles 
will explode when hit with sustained gunfire, making their placement 
as strategically important as the explosive objects discussed next. 


|_|] Ammunition Pile |_| Bunker M-249 
|} Bunker M-249 APR 


(| Bunker M2 .50 Cal. [] Bunker M-249 UFLL 


[] Bunker M2 APR 
[} Bunker M2 UFLL 
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[-] Bunker MK-19 |} M-249 SandBags 
[-] Bunker MK-19 APR |} M-249 SandBags APR 
(-} Bunker MK-19 UFLL (| M-249 SandBags UFLL 


|_| M-249 Tripod 
[-] M2.50 Cal. SandBags 


[-} M2.50 Cal. Tripod |_| MK-19 SandBags 
|_| MK-19 SandBags APR 
[_] M2 SandBags APR [] MK-19 SandBags UFLL 
[_] M2 SandBags UFLL [] MK-19 Tripod 
Explosives 


The objects in this category, as shown in Figure 5.4, are all explosive 
(i.e., they can be made to explode by targeted gunfire). Red barrels 
explode outward, while yellow barrels shoot high into the sky, often 
triggering fires where they land. (As a map maker, you can influence 
the direction in which a yellow barrel explodes by tipping it on its side 
and pointing one of its ends in a specific direction.) When punctured 
by a single round of gunfire, the propane tanks emit a deadly jet of 
flame before exploding. The larger propane tanks are anchored to the 
ground, but the smaller propane tanks flail about wildly, lighting on 
fire any objects and brush they touch. The compressor similarly flails 
about wildly before exploding. 


When adding an explosive object to a map, it is very important to 
consider the gameplay implications of placing the object in a partic- 
ular location. For example, placing an explosive barrel behind a fre- 
quently used cover position significantly lessens the protection from 
targeted fire provided by that cover position. 


a 
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Barrel 0] tC Oil Tank 
| Barrel 02 
|_| Propane Tank 


a __| Propane Tank L 


~) Gas Can __| Propane Tank S 
r1G |] Propane Tank Thin 
[-] Gas Pump __} Propane Tank Thi 


| | Generator 


Tip 


Explosive objects are categorized as physics objects in the map editor. 
Y Since they tax the game engine, a Far Cry 2 map can have a maximum 
of 16 physics objects. 


FIGURE 5.4 The map editor includes a variety of explosive objects that 
blow up in different ways when triggered. 
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Vehicles: Drivable 


The vehicles in this category, as shown in Figure 5.5, are all drivable. 
When adding a vehicle to a map, it is important to consider the game- 
play implications of the type of vehicle you have chosen and where 
you plan to position it. In choosing a vehicle, carefully consider the 
following: 

> The vehicle's passenger capacity 

> The vehicle's mounted weaponry (if any) 

> The vehicle’s speed and distance from key locations on the map 

(e.g., control points) 


> The vehicle’s handling, durability, and off-road performance. 


A maximum of six drivable vehicles can be added to a Far Cry 2 map, so 
it is important to think strategically about the placement of vehicles on 


a map. 


FIGURE 5.5 The land vehicles in Far Cry 2 include cars, jeeps, buggies, and trucks. 
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With reference to the Far Cry 2: Official Game Guide, here are the 


specifications for each type of vehicle: 


Car 

Passenger Capacity: | 
Mounted Weaponry: None 
Acceleration: Moderate 
Speed: Moderate 

Handling: Moderate 
Durability: Moderate 
Off-Road Performance: Poor 


Jeep Liberty 

Passenger Capacity: 3 
Mounted Weaponry: None 
Acceleration: Moderate 
Speed: Moderate 
Handling: Excellent 
Durability: Moderate 


Off-Road Performance: Moderate 


Jeep Wrangler 

Passenger Capacity: 3 

Mounted Weaponry: None 
Acceleration: Moderate 

Speed: Moderate 

Handling: Moderate 

Durability: Moderate 

Off-Road Performance: Excellent 


Buggy 

Passenger Capacity: 0 
Mounted Weaponry: None 
Acceleration: Excellent 
Speed: Excellent 

Handling: Excellent 
Durability: Poor 


Off-Road Performance: Excellent 


Assault Truck 
Passenger Capacity: 2 


Mounted Weaponry: | machine gun 
(M2 or M-249) or 1 grenade launcher 
(MK-19) 


Acceleration: Poor 
Speed: Moderate 
Handling: Moderate 
Durability: Excellent 


Off-Road Performance: Moderate 


Fishing Boat (see Figure 5.6) 
Passenger Capacity: | 


Mounted Weaponry: | machine gun 
(M2 or M-249) or | grenade launcher 
(MK-19) 


Acceleration: Poor 

Speed: Moderate 

Handling: Poor 

Durability: Moderate 
Off-Road Performance: n/a 


Swamp Boat (see Figure 5.6) 
Passenger Capacity: | 


Mounted Weaponry: 
| machine gun (M2 or M-249) 
or | grenade launcher (MK-19) 


Acceleration: Moderate 
Speed: Moderate 
Handling: Moderate 
Durability: Poor 


Off-Road Performance: n/a 
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Paraglider 

Passenger Capacity: 0 
Mounted Weaponry: None 
Acceleration: n/a 

Speed: Poor 

Handling: Moderate 
Durability: Poor 


Off-Road Performance: n/a 
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FIGURE 5.6 This image shows a fishing boat on the left and a swamp boat on the night. 
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Note 


In late 2008, Ubisoft released the “Fortune Pack,” a downloadable 
content pack for all three editions of Far Cry 2. The Fortune Pack 
includes two new vehicles: the Unimog and the Quad. 


u 


—_ ee 


The vehicles that can be added to a map include: 


ry Car 
[] Car APR 
(-] Car UFLL 


["] Jeep Liberty 

[_} Jeep Liberty APR Only 

[} Jeep Wrangler 

[] Jeep Wrangler UFLL Only 


[] Buggy 
i Buggy APR 
[-] Buggy UFLL 


[-] Assault Truck M2 .50 Cal. 
[-] Assault Truck M2 APR 

[-] Assault Truck M2 UFLL 

[] Assault Truck M-249 

["] Assault Truck M-249 APR 
(] Assault Truck M-249 UFLL 
[-] Assault Truck MK-19 

(_] Assault Truck MK-19 APR 
(] Assault Truck MK-19 UFLL 


[-] Fishing Boat M2 .50 Cal. 
[] Fishing Boat M2 APR 

(} Fishing Boat M2 UFLL 

[_] Fishing Boat M-249 

[-] Fishing Boat M-249 APR 
[-] Fishing Boat M-249 UFLL 
[] Fishing Boat MK-19 

[_] Fishing Boat MK-19 APR 
[_] Fishing Boat MK-19 UFLL 


[_] Swamp Boat M2 .50 Cal. 
[_] Swamp Boat M2 APR 

["] Swamp Boat M2 UFLL 

CJ Swamp Boat M-249 

[-] Swamp Boat M-249 APR 
["] Swamp Boat M-249 UFLL 
[-] Swamp Boat MK-19 

(_] Swamp Boat MK-19 APR 
C] Swamp Boat MK-19 UFLL 


(_] Paraglider 
CJ Paraglider APR 
[] Paraglider UFLL 
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Vehicles: Non-Drivable and Wrecks 


As shown in Figure 5.7, the non-drivable vehicles in this category can 
add an element of realism to a war zone setting where the ongoing 
fighting has taken a heavy toll on the surrounding environment. Of 
particular note is the barge. Add several barges to a water-based map to 
construct an industrial dockland setting. 


FIGURE 5.7. This industrial complex has seen better days, if the wrecked cars and 
overturned buses are any indication. 


Tip 


Stick to the wrecked versions of the planes in this category. Inexperi- 
enced Far Cry 2 players might mistakenly believe they should be able 
to fly the planes that are not wrecked. 
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The non-drivable vehicles that can be added to a map include: 


|_| Barge |_| Helicopter Crashed 
|__| Biplane 01 [7] Pirogue 

() Biplane 02 i) Pirogiel 

|_| Biplane 03 

|_| Biplane Crashed 01 |_| Plane 01 

|_| Biplane Crashed 02 |_| Plane 02 

[} Biplane Crashed 03 (| Plane 03 


|} Plane Crashed 01 


Wreck 
[} Bus Wrec |} Plane Crashed 02 


|| Car Burned |} Plane Crashed 03 
[) Car Wreck 

| Trailer 
@ Cart 01 
[} Cart 02 |) Truck Burned 
[} Cart 03 [) Truck Wreck 
-} Cart 04 . 


Vehicles: Trains and Tracks 


The train assets in this category can be used to build train yards and 
train tracks that run through a map. Note especially the train compart- 
ments themselves, many of which can be entered, offering players the 
protection of cover and concealment. 

| Fuel Tank |_| Track Bridge 01 
[| Track Pile 01 
-]) Track Pile 02 
(_]} Passenger L 01 (_}] Track Stopper 01 
[_} Passenger L 02 _] Track Switch 01 
[} Passenger S 


Cy} Locomotive 


[| Train Flatbed L 
[-] Train Flatbed $ 


["] Train Rubble 


[] Train Tracks 01 
[-] Train Tracks 02 
[] Train Tracks 03 
["] Train Tracks 04 
[-] Train Tracks 05 
[-) Train Tracks 06 
[-} Train Tracks 07 


Buildings: Colonial 
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[-] Wagon 01 
[-}] Wagon 02 
|] Wagon 03 
[_] Wagon 04 
[-] Wagon 05 
[] Wagon 06 


[_] Wagon Wrecked 01 
[_] Wagon Wrecked 02 
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The colonial buildings comprise a wide range of one- and two-story 
structures, many of which serve a specific purpose (e.g., the church and 
train station). Along with a selection of assets from other building cate- 
gories, the structures in this category can be used to build a convincing 


city center. 


[-} Colonial Church 
[_] Colonial Church B 


[-] Colonial Garage M 01 
[_] Colonial Garage M 02 


[-] Colonial Gas Station 01 
[-] Colonial Gas Station 02 


[] Colonial HQ 01 
[} Colonial HQ 02 


[] Colonial L 01 
[-] Colonial L 01 B 
[] Colonial L 02 
[] Colonial L 02 B 
[] Colonial L. 03 
[-] Colonial L 03 B 
[-} Colonial L 04 
[-] Colonial L 04 B 
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A 


Colonial L 05 


Colonial L 06 


— 


Colonial L 06 B 


Colonial L 07 


Colonial $ 01 
Colonial S$ 01 B 
Colonial S 02 
Colonial $ 02 B 


Colonial 5 03 


Note 


The Far Cry 2 map editor features a wide variety of building styles. 


Refer to Figures 5.8 throu 


FIGURE 5.8 


An example of a “Colonial” building. 
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‘olonial S$ 03 B 


= 


‘olonial S 04 


-_~ 


‘olonial S 04 B 


= 


‘olonial S 05 


_ 


‘olonial S 05 B 


- 


Colonial Train Station M 


Colonial Train Station S 


SchoolRoof 


gh 5.15 for an example of each. 


FIGURE 5.9 


An example of a “Dogon” building. 
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FIGURE 5.10 FIGURE 5.11 


aw | = i) = . ’ : we ’ 
An exampie of a Fisnin : building. An example of a ‘Fort’ building 
5 c a . : i s : A il 


FIGURE 5.12 FIGURE 5.13 
An example of a “Hut” building. An example of an “Industrial” building. 


FIGURE 5.14 FIGURE 5.15 
An example of a “Shanty” building An example of an “Urban” building. 
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Buildings: Dogon 


The clay structures in the dogon category offer good protection due to 
their material strength and solidity. Even the dogon ruin assets can be 
used as temporary cover and concealment positions. From an aesthetic 
perspective, the dogon buildings have a naturalistic quality that allows 
them to blend in well with the surrounding natural terrain. The shelters 
in this category can be repurposed to create high walkways. 


[] Dogon L 01 [-] Dogon Ruins 01 
CL] D ogon L 02 a Dogon Ruins 02 
['] Dogon L03 [_] Dogon Ruins 03 
[_] Dogon M 01 [-] Dogon Ruins 04 
[] Dogon M 02 [_] Dogon Ruins 05 
a Dogon M 03 C) Dogon Ruins 06 
a C] Dogon Ruins 07 
D S01 
ihe C) Dogon Ruins 08 
D S 02 
= ae a Dogon Ruins 09 
D S 03 
= > [-] Dogon Ruins 10 
Dogon $ 04 \ 
[] Punulu L 
G 01 
hice [-] Punulu $ 
[_] Granary 02 
(_] Granary 03 [_] Ruins 01 
(_] Granary 04 CJ Ruins 02 
(] Granary 05 [] Ruins 03 
[] Ruins 04 
[] Shelter 01 
= C] Ruins 05 
Shelter 02 
[] Ruins 06 
[} Shelter 03 
[] Ruins 07 
(-] Shelter 04 | 
[] Ruins 08 
[-] Shelter 05 
CJ Ruins 09 


T 
L} Toguna C] Well 
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Buildings: Fishing 


The fishing category comprises a number of rickety fishing structures, 
some of them without walls. Notably, several of the buildings in this 
category have holes in their rooftops, making traversing their roofs a 
gameplay challenge. A number of quay assets (docks), both large and 
small, can also be found in this category. 


a Fishing L @ Quay XL 
[J Fishing M 01 | Quay L 01 
Fishing M 02 _| Quay L 02 


Fishing M 03 = 

bee's | Quay S01 
Fishing M 04 

Quay S$ 02 


Ri Quay Walkway 01 
Fishing $ 02 
| Quay Walkway 02 
Gazebo 01 Quay Walkway 03 


Gazebo 02 


a 
C) 
a 
[ } Fishing $01 
a 
a 
LJ 


| Quay Walkway 04 


MAP ANALYSIS: THE DOCKYARD (PLAYSTATION 3) 


| wanted to utilize the water as much as possible on “The Dockyard” map | was 
creating. | had recently been looking through a travel magazine that had a photo of 
some small huts grouped together, out on the water. This photo was inspiration 
enough to get me started. 


| knew that the fishing-style buildings and huts in the map editor would fit nicely 
with the environment | wished to create (filled with palm trees and sand). After 
placing a few fishing buildings in the center of the map, | created a small island, 
some distance away, for these buildings to sit on the edge of. | then moved the 
buildings into position. 
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| worked on some wooden plank walkways and huts to connect each area of the 
map. These walkways almost seemed to take shape on their own as | placed them 
together. One challenge | faced was making sure that all of the walkways con- 
nected evenly. In some areas, | used wooden stairs to connect areas that could not 
be placed together, side by side. Using upper and lower walkways added alternate 
routes for navigation. Ladders between the two walkways made it easier for a 
player to catch an opponent off guard or escape death via a quick retreat. 


In the center of these walkways and huts, | placed a large wooden watchtower set 
on a customized platform. In addition to the platform inside the tower, | also posi- 
tioned a lower and middle section, which | then equipped with mounted machine 
guns. | set red and yellow explosive barrels on the middle platform. | learned from 
my efforts designing a previous map that these two barrels, placed together under 
the tower, would, when triggered, blow the entire roof off the building, leaving any 
player in the tower seriously injured and without cover. However, a quick leap 
from the tower and a player could safely land in the surrounding water below. 


Every mounted machine gun on “The Dockyard” map can reach multiple targets 
and, in most cases, many explosive items as well. | spent a lot of time carefully 
testing and moving these guns into position in order to ensure that players get the 
most out of them. 


Long wooden bridges were then added on either side of the island to circle around 
the entire map. The walkway planks were made to connect directly to the bridges 
with one side connecting to a shipping barge. Explosive barrels were placed at 
certain points along these bridges. The aim was to ensure that a well-timed shot 
as a vehicle drove by would cause a barrel to explode and destroy the vehicle. 


A couple of small adjoining gas stations were added across from the main fishing 
huts in the center of the map. Ladders were placed that could get players up onto 
the roof of the gas stations where | positioned two mounted machine guns and an 
ammo crate. (Interestingly, | discovered a sneaky way to kill an enemy up here. 
Walk into the back door of the gas station and look up through the small grated 
window. You will see a red gasoline barrel that can be shot. This barrel will also set 
off the ammo crate and cause some serious destruction to the entire roof area.) 
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A large car garage was positioned at the far end of the map, opposite the gas sta- 
tions. Housed in this garage were an assault truck and a jeep. Players could jump 
into a vehicle and quickly drive over the bridges to get from one end of the map to 
the other. Shipping containers equipped with ladders were placed behind the 
garage. Players could climb up these ladders to get up on the roof of the garage— 
an incredible sniping vantage point. 


With my maps, | always try to add unique and sneaky things that really make for an 


enjoyable and rewarding gameplay experience—especially for players who explore 
ard replay the map. 


Contributed by: Will Blandin (aka memento2001) 


Buildings: Fort 


Use the fort assets, as shown in Figure 5.16, to build multi-story castles, 
forts, garrisons, strongholds, and other kinds of medieval and military 
fortifications that are a challenge to break through and infiltrate. 


[] Arch L01 [-] Rampart L 01 
[-} Arch L 02 [-} Rampart L 02 
[-] Arch L 03 [-] Rampart L 03 
L] Arch L 04 [-] Rampart S 01 
LJ Arch L 05 [_] Rampart $ 02 
L] Arch L 06 [] Rampart S$ 03 
[} Arch $01 [] Rampart S$ 04 
[_] Arch $02 [-] Rampart $05 
[] Arch $ 03 [-] Rampart S 06 
[] Arch $04 [| Rampart S 07 
(] Arch $05 [-} Rampart $ 08 
[_} Arch $ 06 [] Rampart $ 09 


[ ] Entrance 


[] Rampart S$ 10 
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Stairs 01] | Tower 01 
Stairs 02 | Tower 02 
Stairs 03 Tower 03 


Stairs 04 


FIGURE 5.16 The structural assets in the fort category can be snapped together to 
build a wide variety of fortified buildings. 


Buildings: Huts 


This category comprises a variety of square and circular huts, shacks, 
and shelters, many of which offer poor concealment because of the wide 
open slits between the wood logs. Triggered explosives placed near a 
straw hut or a well-aimed shot from a grenade launcher can instantly 
blow the tops and sides off huts, completely exposing the players inside. 


Dust Hut S 
Dust Hut SB 


Hut Round 01 
Hut Round 02 
Hut Round 03 
Hut Round 04 
Hut Round 05 


OOOOO oO 


[} Hut $01 
[-] Hut $02 
[} Hut $03 
[} Hut $04 
[] Hut $05 


Buildings: Industrial 


Chapter 5 


Hut S 06 
Hut S$ 07 
Hut $08 


Hut Square 01 
Hut Square 02 
Hut Square 03 
Hut Square 04 
Hut Square 05 
Hut Square 06 


Hut Storage 


Shelter 


Urban Warfare 
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The industrial buildings comprise a wide range of one- and two-story 
structures, many with open walkways or gantries on the second floor. 
The various walkway assets in this category can be positioned both 
inside and outside buildings. Of particular note are the greenhouses, 
which afford excellent cover (the windows are bulletproof), but poor 
concealment (the windows are transparent). 


|] Greenhouse 01 
[-] Greenhouse 02 
[-] Greenhouse 03 
[-} Greenhouse 04 


[-} Hangar L 01 
[-] Hangar L 02 
[-] Hangar L 03 
[-] Hangar L 04 


OO 


Dyn Map ayaa 


Hangar L 05 
Hangar L 06 


Hangar L Floor 01 
Hangar L Floor 02 
Hangar L Walkway 01 
Hangar L Walkway 02 


Hangar M 01 
Hangar M 02 
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[-] Hangar M 03 [-] Slaughterhouse 01 
[-] Hangar M Floor [-] Slaughterhouse 02 


[} Hangar M Walkway [-] WareHouse 01 


[-] Hangar $01 [-] WareHouse 02 
[] Hangar S$ 02 [-] WareHouse 03 
[-] Hangar $ 03 [-] WareHouse Walkway 01 
[-] Hangar S Floor [-] WareHouse Walkway 02 


The buildings in the map editor range in their workmanship. Some 
? are in excellent condition, while others are barely standing. Along with 
a selection of wrecked vehicles, debris, and other assets, buildings in 
a bad state of disrepair can be used to design compelling urban war zone 
maps, where the damage inflicted by years of war has left its mark. 


entation > — EE 


Buildings: Shanty 


The shanty buildings comprise a variety of one-story ramshackle struc- 
tures, most of which are in a bad state of disrepair. The rooftops on 
many of the shanty buildings are missing whole panels, making them 
dangerous to traverse. 


(}] Ranch House [-] Shanty M 03 
[-] Ranch House B [1] Shanty M04 
C) Shanty L 01 (J Shanty M 05 
[] Shanty L 02 (_] Shanty M 06 

(_] Shanty M 07 
[] Shanty M01 ey switon 


[-} Shanty M 02 
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a Shanty M 09 _| Shanty $01 
|] Shanty M 10 __| Shanty $ 02 
|_| Shanty M 11 *~ 

| Shelter 01 
| | Shanty M 12 — . 

_ | Shelter 02 
__] Shanty Platform | Shelter 03 


FEATURE ARTICLE: SHARING ARTICLES WITH 
THE FAR CRY 2 COMMUNITY 


Here are some ideas for written ts map makers can contribute to the Far Cry 
2 online community: 


Feature Article: Write a feature article about multiplayer map making in general or 
the Far Cry 2 map editor specifically. Provide novice and experienced gamers with 
expert map making advice. Approach a fan site, such as FCMaps.net, about hosting 
the article at their site. Or submit the article to a Far Cry 2 forum. 


Quick Tip: Don't quite have the time to write an in-depth feature article about the 
map editor? Then submit a quick tip to a map making forum. Come up with a tip 
that will benefit other map makers. Be specific and focus your quick tip on a single 
feature of the map editor. 


Map Analysis: Write about a map you have created (or co-created with another 
map maker). Describe the map in some detail. Discuss how the map was conceived 
and designed, the choices you made, and how the map could still be improved. 
Provide other map makers with sound advice based on your experience designing 
the map. 


Pushing the Boundaries: Have you used the map editor to create an unusual 
map, such as an obstacle course, race track, or vehicle mash up? Write about the 
creative possibilities in using the map editor to create unique, unusual, or just 
plain weird maps—including single-player maps and noncompetitive maps—that 
push the boundaries of what is possible with the map editor. 


221 


222 From Gamer to Game Designer: The Official Far Cry 2 Map Editing Guide 


Map Review: Review a player-designed map that you really enjoyed playing. 
Describe the map in some detail. Focus both on the map’s strengths and weak- 
nesses. Suggest areas for improvement. Give the map a score out of 10. 


Multiplayer Strategy: Write about a multiplayer gameplay strategy that will help other 
Far Cry 2 players become even better multiplayer gamers. Focus on a specific military 
strategy, a specific soldier class, weapon, or vehicle, or another multiplayer topic. 


Tactical Analysis: Submit to a Far Cry 2 forum a detailed tactical analysis for a 
popular player-designed map. Analyze the map’s design, the location of team 
bases, diamond stations, control points, and other assets and outline a series of 
winning strategies for each side. 


In addition to the above writing ideas, be generous in offering your time to other 
map makers. Offer to play test the maps they've designed and provide constructive 
feedback. You will quickly discover that this effort goes a long way in improving 
your map creations, too. 


Contributed by: David Hutchison 


Buildings: Urban 


The urban buildings comprise a wide range of one- and two-story 
structures, in various states of decay, most of which are made of a com- 
bination of wood, brick, and/or concrete. 


_) Kiosk L 01 _| Urban 2 Story 01 
| | Kiosk L 02 | Urban 2 Story 02 
| Kiosk L 03 
7 _| Urban Church 
Kiosk L 04 
__| Urban Church 02 
|_| Kiosk L 05 
C1 Kiosk L06 _| Urban Garage 01 
__| Urban Garage 02 
_} Kiosk § 01 
[]) Kiosk $02 || Urban Hotel 


[] Urban L 01 
[|] Urban L 02 


[] Urban M 01 
[] Urban M 02 
[] Urban M 03 
[] Urban M 04 
[} Urban M 05 
(_] Urban M 06 
[] Urban M 07 
[} Urban M 08 
[} Urban M 09 
[] Urban M 10 


Utilities: Fences 
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[}] Urban $01 
[] Urban $ 02 
[] Urban $ 03 
[] Urban $ 04 
[] Urban $05 
[] Urban S$ 06 
[] Urban $ 07 
[-] Urban $ 08 
[} Urban $09 


[] Urban Ruins 


As shown in Figure 5.17, this category comprises a diverse range of 
fence assets that can be snapped together to demarcate boundaries and 
restrict both player access and line of sight. Fences range widely in the 
protection they afford players. Depending on their material make up 
and structural design, fences can serve as effective cover and/or con- 


cealment positions. 


[|] Animal Fence A 01 
[-} Animal Fence A 02 
[-] Animal Fence A 03 
[-] Animal Fence A 04 
[} Animal Fence A 05 


ry Animal Fence B 01 
[-] Animal Fence B 02 
[-} Animal Fence B 03 


[-] Animal Fence B 04 
[] Animal Fence B 05 
[-] Animal Fence B 06 


[] Barbed Fence 01 
[] Barbed Fence 02 
[-] Barbed Fence 03 
[-] Barbed Fence 04 
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' | Colonial 01 | Eroded 01 
| Colonial 02 T) Eroded 02 
-} Colonial 03 ) Eroded 03 
| Colonial 04 | Eroded 04 
. | Colonial 05 __| Eroded 05 
|_| Colonial 06 ™] Eroded Circle 
(| Colonial 07 [] Eroded Long 
|_| Colonial Corner __| Eroded Short 


re | Eroded Square 
| Concrete 01 poy 


| | Eroded Low 01 


|| Dust 01 
7) Dust 02 |__| Eroded Low 02 
] Dust 03 | | Eroded Low 03 
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Pd lt fy : = ¥ 
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FIGURE 5.17 Fences can be used to demarcate property lines and control player 
movement. 


[| Eroded Low 04 
|] Eroded Low 05 


[| Farm 01 
[] Farm 02 
[-} Farm 03 
[| Farm 04 
[) Farm 05 


[} Hut 01 
[} Hut 02 
|} Hut 03 
[_} Hut 04 
[} Hut 05 
[} Hut Circle 
[] Hut Square 


[} Industrial 01 

[] Industrial 02 

[} Industrial 03 

[| Industrial 04 

[| Industrial Corner 

[| Industrial Entrance 01 
[| Industrial Entrance 02 


[] Planks 01 
[] Planks 02 
[] Planks 03 
[] Planks 04 
[] Planks 05 
[_] Planks 06 
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(| Ranch 0) 
|} Ranch 02 
|| Ranch 03 
|} Ranch 04 
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|] Ranch Entrance 


C} Security 01 
a Security 02 
[] Security 03 
(_] Security 04 
[] Security 05 
(] Security 06 
[} Security 07 


|_| Security Corner 01 
[| Security Corner 02 
["} Security Post 


[| Shanty 01 
[-] Shanty 02 
[-] Shanty 03 
[| Shanty 04 
[| Shanty 05 
[} Shanty 06 


[-} Spiked Fence 01 
[_] Spiked Fence 02 


[} Straw High 01 
[| Straw High 02 
[| Straw High 03 
[| Straw High 04 
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[] Straw Low 01 
[] Straw Low 02 
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[-] Wire Fence 03 


[-] Wire Fence 04 


[] Straw Low 03 ‘i. Wood 01 


[] Straw Low 04 oO Wood 02 


["] Wire Fence 01 
[] Wire Fence 02 


To limit the protection a fence offers players, build a short fence with 
9 wide slits through which enemies can see and target players. 


: a a _—— a -_ 


Utilities: Structures 


The utility structure assets in this category include large infrastructure 
objects, many of which rise high into.the sky. Highlights include the 
conveyor, gas reservoir, and watch towers, all of which can be ascended. 
Also of note are the simple structural assets in this category (e.g., the 
iron beams), which can be combined to build complex structures. 


[-} Cell Tower | [-] Crane 

[| Comm Tower 01 a Fountain 

[_} Comm Tower 02 [-] Gas Reservoir 
[] Concrete Block 01 [-] Gas Tank 

[} Concrete Block 02 [-] tron Beam 01 
[} Concrete Block 03 I] fron Beam 02 


a Concrete Block 04 
[-] Lightpost 01 


[-] Conveyor C1 Lightpost 02 
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Platform 02 iis: i 
atform _| Wind Mill 


Platt 03 Bp ; 
atform } Wind Mill Wheel 


[] Outpost __| Watch Tower 01 
C Pipe Cap _| Watch Tower 02 
[} Pipe Double 01 | Watch Tower 03 
] Pipe Double 02 | Water Pump 

|} Pipe Long 01 _| Water Pump Pipe 01 
|} Pipe Long 02 |_| Water Pump Pipe 02 
__} Pipe Short 01 | Water Pump Pipe 03 
[_} Pipe Short 02 | Water Pump Pipe 04 
|_| Pipe Support __] Water Pump Pipe 05 
[} Platform 01 | Water Tower 

LJ 

LJ 

a 


Radio Tower | | Wood Plank 


Map ANALYSIS: THE EIFFEL TOWER (PC) 


About the Author: Working under contract with Ubisoft Montreal, Matthieu Chane 
was a user map editor promotional content builder for Far Cry 2. He designed 
many of the user maps released by Ubisoft to the gaming press in the lead up to 
Far Cry 2's release. This includes the now famous “Eiffel Tower” map (see Figure 5.18), 
which Matthieu discusses below. 


When my superior at Ubisoft came to me and uttered the words, “Matthieu, | need 
you to make something huge,” | replied that | would think of something. 


So | launched the Far Cry 2 map editor and placed every single asset in the editor 
on a flat sandy ground (quite literally a sandbox to play with). Once | had a closer 
look at all of the available materials, | played a bit with some meshes. | wanted to 
figure out how | could use the stock assets in the map editor to create a large, 
impressive, and original building, by stacking, connecting, merging, and aligning 
different objects together to create a coherent new form. 
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FIGURE 5.18 Matthieu Chane’s “Eiffel Tower” map proves that if you 
can imagine it, you can build it. 


Out of this came the idea for a very famous building: the Eiffel Tower. All my exper- 
iments with my sandbox confirmed that re-creating such a well-known and 
complex structure was doable. | also knew that re-creating the Eiffel Tower would 
impress my boss. | got hard to work. 


First, | went online. | searched the Web for pictures of the Eiffel Tower from many 
points of view in order to determine the right proportions. Then, | looked at some 
satellite views of the area surrounding the Eiffel Tower in order to see how the 
building fit into the surrounding community. 


| began to build the most difficult part of the map first—the tower itself. The maximum 
size a Far Cry 2 user map can be is approximately 500 X 500 meters. The Eiffel 
Tower is 320 meters high. With no real measuring tool available in the map editor, 
| took two tiers of the map width using the grid and placed a pylon as a marker on 
the ground. Then, by rotating the pylon 90 degrees around the farthest side of the 
map, | had a visual representation of the final required height. 
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A long work period, piling and positioning bricks began. | built a quarter of the Eiffel 
Tower as a steel frame, from bottom to top, using a multitude of concrete poles. 
The fastidious work done, | cloned this quarter and carefully positioned and rotated 
each of the four quarters in order to create the final shape of the building. Many 
adjustments were made to the master steel frame in order to ensure that each part 
fit together well. Eventually, the final skeleton was standing tall and proud on the 
map. Repeated castle wall assets were used to make pedestals for the tower feet. 


| next worked on the area surrounding the Eiffel Tower. | placed roads on the map 
according to the satellite shots | had found online. The satellite images provided 
me with a helpful visual scale of the area, which | then adjusted to the size of the 
Eiffel Tower on my map. With everything now properly scaled, | readjusted the 
position of the tower skeleton according to the satellite view. 


It was now time to add some details to the map. | dug the river bed, painted the 
pavement, mud, and grasses and set up the Seine River watercourse. | added to 
the map a variety of assets, including buildings, fences, light sets, signs, trees, ven- 
dors’ sheds, wrecked cars, buses, and barges. | wanted to bring a sense of vibrant 
life to the map. After all, the Eiffel Tower is a very active area in the real world. 


| also built the Lénat Bridge above the Seine using the colonial fort assets in the 
map editor. | used the gate entrance assets to re-create the bridge arches. Once | was 
done re-creating the surrounding area, including the Trocadero, Champs de Mars, and 
nearby streets and avenues, | took another pass at the details on the Eiffel Tower. 


| had left the Eiffel Tower as a sparse tower skeleton, so the first thing | needed to 
do was increase the steel frame complexity by adding more concrete poles. This 
entailed another fastidious work session, and it took me hours. The final skeleton 
frame isn’t a precise replication of the Eiffel Tower, but it is close enough to justify 
a comparison to the original. 


Filling out each floor of the Eiffel Tower was a bit tricky, as there weren’t many 
map editor assets small enough to be fitted comfortably into the Eiffel Tower 
restaurant or lounge, for example. So | stuck with the African feeling of the Far Cry 
2 game and instead used rusty sheds, complete with liquor bottles and plastic 
chairs. With the addition of round tables, umbrellas, and a few coverings and other 
details, the environment was looking ever more lively and coherent. 
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Much to my surprise, | was able to quickly design the uppermost floor of the Eiffel 
Tower. In the map editor, | found a small, closed, prefabricated house that was 
aligning perfectly with the tower floor below, providing players with enough space 
to move around the little buildings and enjoy the scene. There was even extra 
space that could be used for future ladder access. Adding a big radio antenna to 
the house's roof completed the top of the Eiffel Tower. 


Finally, | worked on making each floor of the Eiffel Tower accessible. | used stone 
stairs to allow players to ascend the pedestals at the base of the tower. Ladders 
permitted access to the first floor. 


The ladders in the map editor come in several different flavors, but their size is 
limited to 2, 4, 8, and 12 meters only. So | had to play around with the tilts of the 
ladders | placed in order to alter their final heights so they fit accurately. Then, | 
moved on to giving players second-floor access. Here, there was the need for even 
more accuracy when it came to the ladders, due to the tight space. By the second 
floor, the Eiffel Tower is merging into a united structure. | built a 360-degree 
wooden stairway, which | cloned up to the uppermost floor, using ladders to fill 
the last gap, allowing access to the radio building up top. 
\ 


| readjusted some parts of the map for purely aesthetic reasons and to resolve col- 
lision issues. Once | felt good about the global look of the map, | took a walk from 
street level to the top of the Eiffel Tower. It took me two minutes to get up to the 
radio antenna, but only six seconds to die from falling off! 


Then, | called my boss. He was very enthusiastic about the map and quickly called 
in other people around the office to also take a look. Someone asked me, “Does it 
flicker at night?” | thought for a moment and replied, “Lights? Yeah ... I'll put lights 
on it.” 


And so | added lights to each of the Eiffel Tower structure joints, as well as street 
lights. (Light objects are available in the PC version of the map editor only.) Now, 
Far Cry 2 players could explore Paris by night. 


Contributed by: Matthieu Chane 
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Utilities: Stairs and Ladders 


As shown in Figure 5.19, the assets in the stairs and ladders category are 
available in several different sizes. This allows you to give players access 
to the rooftops of one-, two-, and three-story buildings. The stone 
stairs can be aesthetically integrated into rocky mountain settings and 
other natural terrain. 


| | Ladder 01 | | Stairs Native 0] 
|_| Ladder 02 |} Stairs Native 02 
LJ Ladder 03 [} Stairs Stone 01 
LJ Ladder 04 || Stairs Stone 02 
L} Ladder 05 | | Stairs Stone 03 
a ences dis |_| Stairs Stone 04 
|_}| Ladder Dogon 01 F] Stairs Wood 01 
LJ Ladder Dogon 02 a Stairs Wood 02 
LJ} Ladder Dogon 03 || Stairs Wood 03 
| | Stairs Concrete | | Stairs Wood 04 


FIGURE 5.19 The ladders are available in a variety of different lengths. 
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FEATURE ARTICLE: MAKING A MAP BELIEVABLE 


To effectively immerse players in the gameplay, to help them suspend their sense 
of disbelief, it is important that a map be as realistic as possible (if, indeed, realism 
is the goal). Below are four scenarios for creating believable maps that are as real- 
istic as possible. 


Structural Integrity: imagine the sense of disbelief experienced by a player who 
comes across a platform suspended in space with no supports whatsoever holding 
it up from below. The platform is essentially floating in mid-air, completely skirting 
the laws of gravity. To resolve this problem, the map designer needs to add some 
scaffolding below. Building such a support structure can take anywhere from a few 
minutes to a few hours, but the results are well worth the effort in terms of im- 
proving the believability of the map. 


Relations between Objects: Just as it is important to pay close attention to an ob- 
ject’s supports, it is also critical that map designers pay attention to how an object 
sits on the ground or against other objects. If a sheet of rusty metal is lying on an 
uneven surface, that sheet of metal needs to be tilted appropriately in order to 
show how the uneven surface has affected its position. 


In truth, perfectly positioning objects in relation to one another can be tedious. For 
example, you may find yourself repeatedly nudging the position of an object in 
order to get it “just right.” (Not only that, but you also need to be sure that players 
won't get stuck on, in, or between objects positioned close to one another.) But 
taking the time to perfectly position an object is well worth the effort in the long 
run. 


Consider the subtle differences between a car wreck that is rotated a perfect 90 
degrees onto its side on a map versus a car that is slightly titled as it lies on its side 
in order to conform to the ground. In the former case, the car wreck is unbeliev- 
ably positioned perfectly perpendicular to the ground; in the latter case, the car 
wreck is slightly tilted, so as to conform to the edge of the platform it is sitting on 
and the car's tapered side—much more realistic and believable. 
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The Small Details: We know from research in the disciplines of psychology and 
neuroscience that many small details are taken in by most players—both con- 
sciously and subconsciously—when they play a game. As a result, you need to pay 
close attention to the small details on your maps if you wish your maps to be be- 
lievable, especially to the discerning player. Ladders are the perfect example, as 
they can be tricky to position just right on a map. 


You may have noticed that a lot of Far Cry 2 maps feature ladders that are essen- 
tially floating in mid-air, a foot or more away from the edges of buildings and other 
structures. Some ladders also stick out at the top, well above the height of a roof. 
These issues can be resolved, relatively quickly, by leaning a ladder against a wall 
(i.e., by slightly tilting it) using the map editor's object rotate tool. To make a short 
ladder just the right height, you can position it on top of something, such a plat- 
form or a set of makeshift stairs. 


The Weight of Objects: Wherever players wander on a map, they should be able 
to look around and believe in the weight of the objects they are seeing. Consider, for 
example, a barge that is weighed down at one end by the heavy scrap pile it is car- 
rying at that end. As shown in Figure 5.20, that barge needs to be tilted slightly into 
the water, in order to show evidence of the heavy weight it is supporting at one end. 


FIGURE 5.20 The right side of this barge is loaded down with cargo. 
Hence, that end is slightly tilted into the water 
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While such attention to detail may not be all that noticeable to the unobservant 
player running around a map at full speed, such details will be noticed—and, just 
as important, appreciated—by those players who take the time to look, strategize, 


and immerse themselves in the believable environment you have crafted. 
Contributed by: Nathan Francis 


Utilities: Doors and Windows 


This category features a selection of door and window assets. 


[|] Church Shutters 01 [] Colonial Windows S$ 01 
[-] Church Shutters 02 [-] Colonial Windows S$ 02 
[_] Colonial Door [-] Shanty Door 


[-] Colonial Windows L 01 [_] Shanty Window 


|} Colonial Windows L 02 


Utilities: Furniture 


This category includes a number of interior assets that can be used to 
“fill out” a room with furnishings and other detail objects. 


Tip " 


Think like an interior decorator and a military geographer as you 
furnish a room: 
> Design rooms that serve a specific purpose (e.g., bedroom or kitchen). 


> Only add objects that are appropriate to the type of room you 
are furnishing (see Figure 5.21). 


> Don't clutter a room with too many objects. 
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> Ensure that a furnished room in still navigable by players. 


> Consider the cover and concealment possibilities provided by 
the furniture in a room. 


> Position furniture relative to the points of entry into and out of 
a room. 


FIGURE 5.21. This greenhouse is furnished with items that 
are appropriate to the space. 


The furniture that can be added to a map includes: 


_| Bar | Bed Frame 01 

| | Bar Shelves |_| Bed Frame 02 
_} Bed Bench 01 

| | Bed Camp | Bench 02 

|_| Bed Dogon 01 | Bench Colonial 
|_| Bed Dogon 02 | Bench Dogon 01 
__| Bed Dogon 03 | Bench Dogon 02 


Bench Dogon 03 
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[-] Market Table 01 
‘{] Market Table 02 


[] Book Shelf 01 
[] Book Shelf 02 
[-] Book Shelf 03 


[-] Parasol 
(_] Bunk Bed []} Picnic Table 
(_} Cabinet 01 [-] Shelves 01 
[] Cabinet 02 ["] Shelves 02 
(_] Cabinet 03 [] Shelves 03 
[] Chair 01 (-] Shelves 04 
(-] Chair 02 [_] Sofa 01 
[} Chair 03 
yak at [_} Stool 01 
lati [_] Stool 02 
Fl ea as [_] Table 01 

[] Table 02 
[-] Coffee Table [] Table 03 
[] Desk 01 [] Table 04 
(-] Desk 02 (J Table 05 

[] Table 06 


[-] Greenhouse Table 01 
[-] Greenhouse Table 02 


Utilities: Crates and Containers 


This category includes the requisite barrel, box, container, and crate assets 
that have been a fixture of the first-person shooter (FPS) genre for years. 


The barrels in this category are not explosive. Explosive barrels are 
located in the “Explosives” category. 


w 


Barrel Metal 01 
Barrel Metal 02 
Barrel Metal 03 


Barrel Plastic 01 


Barrels 01 
Barrels 02 


Barrels 03 


Beer Box 01 


CUVEE) SNBSR TER) LSD ECD Ged 


Beer Box 02 


|] Card Box 01 
[} Card Box 02 
[} Card Box 03 


[-} Container L 01 
[] Container L 02 


Tip 
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[-} Container L 03 


[| Crate 01 
[| Crate 02 
[] Crate 03 


[-] Crates 01 
[} Crates 02 
[} Crates 03 
|] Crates 04 


[] Military Metal Box 01 
[-] Military Metal Box 02 


[-] Military Wooden Box 


[_] Old Wooden Crate 
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Position barrels, crates, and other objects at regular intervals along city 
9? streets to act as cover positions for players who are advancing toward the 


enemy. 


Utilities: Detail Objects 


As shown in Figure 5.22, the utility assets in this category serve mostly 
as indoor and outdoor detail objects that can help make a map look 
more realistic and “filled out” with small details. Of special note are the 
sidewalk assets that can be used to create footpaths. The sidewalk assets, 
roads signs, and telephone poles can together be used, along with the 
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building assets and Road tool, to create major roadway intersections 
and city centers. The tombstone and wood cross assets can be used to 


design cemeteries. 


FIGURE 5.22 Detail objects can “fill out” an otherwise empty space. 


a Barbecue 


Base Tree 0] 


Base Tree 02 
Birds 

Block 01 

Block 02 
Cereal Bags 01 
Cereal Bags 02 


ru alg a a a 


Cereal Bags 03 


i 


a 


Computer 


J 


Concrete Block 01 


, Concrete Block 02 


| Ethiopian Basket 01 


Ethiopian Basket 02 


Fertilizer 01 


| Fertilizer 02 


Food Pile 01 
Food Pile 02 


Food Pile 03 


[-] Gold Bars 


[} Grain Baskets 01 
[-} Grain Baskets 02 


[] Mask 


[] Meat Carcass 
r) Meat Pile 


[] Pallet 
[-} Pallet Stack 


[] Pestle 


C] Picture Frame 01 
[-] Picture Frame 02 


[_] Pole 


[] Potatoes 


[_] Pottery 01 
[_] Pottery 02 
[] Pottery 03 
[_] Pottery 04 
[] Pottery 05 
[_] Pottery 06 
[-] Pottery 07 


[] Rice 
[| SideWalk 01 
[] SideWalk 02 


[] SideWalk 03 
[] SideWalk 04 
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(| Sign Limit100 

| Sign Limit50 

(_} Sign No Entry 

(_] Sign No Parking 
[] Sign RailRoad 

|_] Sign Sinuous Road 
|] Sign Stop 

[] Sign Yield 


[] Soccer Net 
|) Sorghum Basket 


(} Sprouts 01 
(] Sprouts 02 
[] Sprouts 03 


[| Telephone Pole A 01 
[| Telephone Pole A 02 
[| Telephone Pole A 03 
|] Telephone Pole A 04 
} Telephone Pole A 05 
[] Telephone Pole B 01 
[} Telephone Pole B 02 
[| Telephone Pole B 03 


[] Tire L 
[| Tires 
[} Tire Pile 01 
[] Tire Pile 02 
[] Tire Pile 03 


') Tombstone 01 
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|} Tombstone 02 [-} Wind Sock 


|_| Tombstone 03 |] Wood Branch 01 


[} Transformer [-} Wood Branch 02 
[} Trash 01 |} Wood Cross 01 
[] Trash 02 [] Wood Cross 02 
L} Trash 03 [] Wood Log 01 

L} Trash 04 [-] Wood Log 02 

[-] Trash 05 

C] Trash 06 [] Wood Pile 01 

C) Trash 07 [] Wood Pile 02 

[-] Trash 08 [|_|] Wood Support 
[| Trash 09 


[] Zulu Shield 


QUICK TIP: REPURPOSING OBJECTS. 


Nearly every object in the map editor can be used in multiple ways. Objects can 
be repurposed beyond what their names say they are. Also, some objects can be 
combined to create more complex objects. Using your imagination, you can create 
original structures that aren’t included as stock media in the map editor. With 
these object customizations, your maps will be unique and stand out among the 
rest. Also, keep in mind that objects can be rotated to odd angles to create inter- 
esting architectural aesthetics that give your maps the extra “oomph” necessary to 
boost their popularity among players. 


Contributed by: Steven Kolpek (aka Skorpius47) 
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Utilities: Other Cover 


As shown in Figure 5.23, this miscellaneous category of utilities in- 
cludes a variety of mostly outdoor infrastructure elements. Of special 
note are the barrier assets, junk piles, pipes, and sandbags that can serve 
as both cover positions and obstructions that impede movement or 
block access. The pipes can also be used to channel player movement 
along a specific path (inside the pipe). Use the various checkpoint as- 
sets to create blocked and unblocked checkpoints and road blocks 
along the main routes of a map or at the entrances to team bases. 


FIGURE 5.23 The large pipe segments in this category can be used to 
channel player movement through an area. 


Design a single-player or multiplayer shooting range (or military 
training obstacle course) using the target, tire columns, training wall, 
and other assets in this category. & 


[| Air Duct 


[-} Alambic 01 
[] Alambic 02 


[| Barrier 01 
a Barrier 02 


[] Beer Barrels 


[] Brick Cover 01 
[] Brick Cover 02 


[-] Checkpoint 01 
[-] Checkpoint 02 
[-] Checkpoint 03 
[-] Checkpoint Closed 01 
[-] Checkpoint Closed 02 


[-] Church Bell 
[-] Gas Pump 


[] Junk Pile 01 
[] Junk Pile 02 
[| Junk Pile 03 


["] Meat Buggy 
(_] Pipe 01 

[] Pipe 02 

[_] Pipe 03 

[_] Pipe Stack 


[} Printing Press 
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[-] SandBags 01 


‘(] SandBags 02 


[-] SandBags 03 
[-] SandBags 04 
[-] SandBags 05 
[-] SandBags 06 
[-] SandBags 07 


[-] SandBags APR 01 
[-] SandBags APR 02 
[_] SandBags APR 03 
["] SandBags APR 04 
[-] SandBags APR 05 
[-] SandBags APR 06 
[] SandBags APR 07 


[-] SandBags UFLL 01 
(7) SandBags UFLL 02 
["] SandBags UFLL 03 
[-] SandBags UFLL 04 
[_] SandBags UFLL 05 
[-] SandBags UFLL 06 
["] SandBags UFLL 07 


[} Target 


[] Tire Columns 01 
[-] Tire Columns 02 
[_] Tire Columns 03 


(_} Training Wall 
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Utilities: Quays 


Quays serve as docks and wharfs in Far Cry 2. As shown in Figure 5.24, 
they can be added to water-based maps at strategic points along the 
shorelines of lakes and rivers. Quays provide boaters with a place to 
dock and moor. Consider positioning one or more fishing boats and/or 
swamp boats alongside the quays on a map. 


Quay 01 } Quay 03 


Quay 02 Quay 04 


FIGURE 5.24 Add quays to the shorelines of water-based maps. 
Position boats alongside the docks. 


Utilities: Bridges 


The bridge assets in Far Cry 2 are indispensable for connecting two 
raised-elevation points on a map with a traversable structure that spans 
the two points. Several varieties of bridges made from both wood and 
metal are provided. Some of the bridge assets are simple single structures. 
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Others, as shown in Figure 5.25, include separate segments for the 
bridge ends and the middle sections, allowing you to build extended 
bridge structures that span longer distances. 


_| Bridge Support | Train End 


Ll 


(_] Foot Bridge L _} Train Middle 


__| Foot Bridge S | | Vehicle End 
— |_| Vehicle Middle 


__| Metal Bridge Base 01 = 
Metal Bridge Base 02 __J Vehicle Middle Broken 
Metal End Wood Bridge 


Metal Middle Dest Wood Bridge Dest 


B 

LJ a 

|} Metal Middle | | Wood Bridge Base 
LI LJ 

a 


Scaftold 


FIGURE 5.25 The bridge segments can be used to build bridges of various lengths. 
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When adding a bridge to a map, consider the potential gameplay that 
could occur on top of the bridge, underneath the bridge, at each end 
of the bridge, and on either side of the bridge (should a player choose 
to bypass a bridge). Also, keep in mind that bridges can serve strate- 
gically as choke points and ambush sites. 


Natural: Plants and Bush 


This category includes a wide assortment of plants (including cacti) 
that can be used to aesthetically enhance a map by adding a diversity of 
vegetation. Of particular note are the liana assets that can be used to add 
hanging vegetation to trees, along the shoreline of a river, for example. 


[] Aloes 01 -) Liana 01 

[} Aloes 02 ' } Liana 02 

[} Aloes 03 |} Liana 03 

[] Araceae [_} Root 01 

[] Artemisia || Root 02 

b}, Banana (| Saguaro Cactus 01 
[-] Carrot (-} Saguaro Cactus 02 
[} Coffee 01 | Tamarix 01 

[] Coffee 02 [) Tamarix 02 


[_] Euphorbia Cactus 01 
[| Euphorbia Cactus 02 


[] Jungle Plant 01 
[] Jungle Plant 02 
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Natural: Rocks 


This category includes a wide variety of rocks (both small and large) 
that can be strategically positioned on a map to provide cover and con- 
cealment positions. Also included in this category are rock ledges, over- 
hangs, and cliff faces. The assets in this category are organized into four 
main groups that conform to the major physical regions of Far Cry 2: 
desert, jungle, savannah, and woodland. 


_— - . = 


Tip % Y as e Ts 


~ — — _ — — = 


The assets in this category can be positioned and melded together to 
create overhangs, caves, and other terrain cavities that players can 
venture into, under, and through. 


(_] Desert Cliff 01 (_] Desert M 01 
[] Desert Cliff 02 [-] Desert M 02 
[] Desert Cliff 03 [] Desert M 03 
[-] Desert Cliff 04 [“] Desert M 04 
[] Desert Cliff 05 [-] Desert M 05 
[_] Desert Cliff 06 [] Desert M 06 
[J Desert XL01 [] Desert M 07 
[-] Desert XL 02 C) Desert M 08 
[-] Desert XL 03 [] Desert $01 
["] Desert XL 04 [] Desert $ 02 
[-] Desert XXL [] Desert $ 03 
[-] Desert L 01 O Desert S 04 
[] Desert L 02 [] Desert $ 05 
[_] Desert L 03 

[] Desert L 04 


[] Desert L 05 


[} Jungle Cliff 01 
[] Jungle Cliff 02 
[_} Jungle Cliff 03 
[-] Jungle Cliff 04 


(} Jungle Heart Cliff 01 
C] Jungle Heart Cliff 02 
[J Jungle Heart Cliff 03 
[] Jungle Heart Cliff 04 
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|_| Jungle $ 06 
(} Jungle $ 07 
|} Jungle $08 


[| River 01 
[| River 02 
[| River 03 
[| River 04 


[] Jungle XL 01 
(-} Jungle XL 02 
ie Jungle XL 03 
[-} Jungle XXL 01 
[| Jungle XXL 02 


[} Jungle L 01 
[] Jungle L 02 
[] Jungle L 03 
[-] Jungle L 04 
Pe] Jungle L 05 
[-] Jungle L 06 


[-] Jungle M 01 
[-] Jungle M 02 
[-] Jungle M 03 
C] Jungle M 04 


[_] Jungle $01 
[] Jungle $ 02 
[} Jungle $ 03 
[-] Jungle $ 04 
[} Jungle $ 05 


] Savannah Cliff 01 
|_| Savannah Cliff 02 
| Savannah Cliff 03 
[-] Savannah Cliff 04 
|} Savannah Cliff 05 
'] Savannah Cliff 06 


[| Savannah XL 01 
(| Savannah XL 02 
(_] Savannah XL 03 
[] Savannah XL 04 
[-] Savannah XL 05 
[-] Savannah XL 06 


|} Savannah L 01 
|} Savannah L 02 
] Savannah L 03 
[| Savannah L 04 
-} Savannah L 05 


|] Savannah M 01 
-] Savannah M 02 
[| Savannah M 03 
| Savannah M 04 
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[] Savannah S$ 01 [-] Woodland L 01 
[-} Savannah S 02 ‘E'] Woodland L 02 
[] Savannah S$ 03 [-] Woodland L 03 


[-] Savannah S$ 04 [] Woodland M 01 


[} Woodland Cliff 01 [-] Woodland M 02 
[] Woodland Cliff 02 [-] Woodland M 03 
[-] Woodland Cliff 03 [] Woodland M 04 


[] Woodland Cliff 04 [] Woodland $ 01 


[} Woodland XL 01 [-] Woodland S$ 02 
[] Woodland XL 02 [-] Woodland § 03 
Natural: Trees 


This category includes a wide variety of single trees (both alive and dead). 


[] Acacia 01 [] Ficus 01 
[] Acacia 02 CJ Ficus 02 
[-] Acacia 03 [] Ficus 03 
[-] Acacia 04 [] Ficus 04 
[-] Baobab 01 L] Ficus 05 
[|] Baobab 02 L] Ficus 06 
iol Canopy [] Jackal Berry 01 


[} Jackal Berry 02 
[} Jackal Berry Dead 01 
[} Jackal Berry Dead 02 


[-] Dead Tree 01 
[-] Dead Tree 02 


[_] Dead Tree 03 
[] Dead Tree 04 U pans 
[-] Dead Tree 05 [] Palm Tree 01 


["] Palm Tree 02 
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[} Slim Tree 01 [] Tree w/Vines 01 
[} Slim Tree 02 [] Tree w/Vines 02 
[} Slim Tree 03 


Natural: Other 


The miscellaneous assets in this category serve as good cover and/or 
concealment positions. 


[_] Awnings L |} Hay Stack 01 
C] Awnings S (] Hay Stack 02 
[] Hay Stack 03 
[| Hay Stack 04 
[] Hay Stack 05 


[] Bones Gazelle 
[_} Bones Ribcage Gazelle 
|] Bones Ribcage Wildebeest 


[-}] Bones Skull Gazelle [] LogL 

[] Bones Skull Wildebeest [] Logs 

[-] Bones Wildebeest [} Log Pile 

[} Branch Pile 01 [| Termite Mound 01 
[-] Branch Pile 02 [-] Termite Mound 02 


C] Branch Pile 03 Tj Tree Stump Ol 


[-] Dirt Pile 01 [| Tree Stump 02 
[] Dirt Pile 02 [] Wood Pile 
[] Dirt Pile 03 


[] Dirt Pile 04 
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Occlusion Blocks 


The occlusion blocks (see Figure 5.26) are the only objects in the Far Cry 
2 map editor (other than the multiplayer markers) that don't physically 
appear on maps when playing online. Nevertheless, occlusion blocks are 
indispensable when optimizing a large or complex map for online play. 


FIGURE 5.26 The occlusion blocks and walls come in a variety of sizes. 


When a map is played online, any occlusion blocks in a player’s line of 
sight prevent the objects that lie behind the occlusion block from being 
drawn onscreen. The basic premise behind occlusion blocks is this: The 
less detail the Far Cry 2 game engine has to draw, the faster a map’s per- 


formance. 
[| 3x3x3 -} 10x10x10 
[} 5x1x3 -) 30x1x5 
[} 5x5x5 T] 30x1x10 
[} 10x1x3 |} 30x1x20 


[) 10x1x5 | | 30x30x30 
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FEATURE ARTICLE: WORKING WITH OCCLUSION BLOCKS 


Two of the most misunderstood object categories in the Far Cry 2 map editor are 
the occlusion blocks and occlusion walls. For large or complicated maps, they are 
absolutely essential for improving the game’s performance. These objects are de- 
scribed in the map editor's help system as follows: “Occlusion blocks in a player's 
line of sight stop the objects behind them from being drawn. They make it easier 
to maintain a good performance level since fewer objects are drawn onscreen at 
the same time.” 


Surprisingly, many people who design Far Cry 2 maps never use occlusion blocks, 
resulting in poor performance. Unfortunately, | have seen many maps, amazing in 
appearance and design, that are simply unplayable due to poor performance. 


Below are a few things to keep in mind when working with occlusion blocks: 


> Any object completely obscured by an occlusion block will not be drawn 
when a player is facing the occlusion block. Sometimes, objects reach deep 
into the ground, but blocking just the part of the object that is above ground 
will not work. Be sure to sink your occlusion blocks, especially when it 
comes to trees and other objects with deep roots. 


> Many objects in the map editor have invisible parts. Some of the platforms, 
for example, have invisible collisions on their undersides that may not be 
covered by the occlusion block. Be aware of these collisions. Jump into your 
map as you place occlusion blocks in order to make sure they are working 
as intended. 


> Be careful not to put occlusion blocks on the opposite sides of doors and 
windows in buildings players can enter. If you put an occlusion block inside 
such a building, the outside world will disappear whenever a player enters 
the building and looks through a window or door opening. Avoid blocking 
any part of the map from the player's view that will cause objects to pop 
into view (unless this is purposefully done for special effect). 


> It is always best to use the largest occlusion block possible to block an 
object from view. This is because the seam where two smaller occlusion 
blocks are joined together will continue to show through. 
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There are two common strategies for using occlusion blocks on a map: 1) Placing 
them in objects; and 2) Placing them in terrain. First, let’s talk about using occlu- 
sion blocks with objects. Remember that map makers have access to both occlusion 
blocks and occlusion walls. Each is appropriately used in different situations de- 
pending on the size and shape of the occlusion object needed. For buildings that 
players can’t enter, it is better to use occlusion blocks instead of walls. It doesn’t 
matter if the occlusion block doesn't fit perfectly, so long as part of the building is 
visible. Any object on the other side of the building (from the player's vantage 
point) will not be drawn. 


Use occlusion walls on most types of thin, wall-like structures. Use large ones inside 
of large walls, floors, or ceiling-like structures, and for parts of buildings without 
windows or doors. Use smaller occlusion walls in smaller buildings, structures, and 
other objects, avoiding windows and doors. Ensure that the occlusion walls fit as 
tightly as possible into the surface of the object to which they are attached. 
Remember, you are trying to block the objects on the other side of the object from 
being drawn, not the object itself. As long as memory permits, you can use as 
many occlusion blocks or walls as you need, so be creative and don't be afraid to 
place as many as necessary. 


Placing occlusion blocks in terrain is a little different than placing them in objects. 
You can choose to use either occlusion blocks or walls with similar success on 
most terrain. Place the occlusion blocks in mountains, hills, ramps, and cliffs, etc. 
Any part of the terrain that is not flat should have an occlusion block sunk down 
into it so the block fits the shape of the terrain’s surface. Just twist and angle each 
occlusion block to get the best fit with the terrain. When down at ground level, this 
will improve the game’s performance by not drawing the trees, bushes, and other 
objects on the other side of a hill, for example. As before, always use the largest 
occlusion block possible. Use smaller occlusion blocks for smaller terrain elements. 


In addition to their normal use, there are some unique things that can be done 
with occlusion blocks. Here are two examples. The first is the dimensional gate 
map. This is easy to make. Just connect different areas of a map with tunnels or 
hallways. 
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Then, place an occlusion wall through the middle of each tunnel. The occlusion 
walls will obscure the other map areas (behind the occlusion wall) from view— 
until a player runs through the occlusion wall, that is! When a player runs through 
the occlusion wall...Pop! The area immediately behind the occlusion wall instantly 
appears. In this scenario, each area of a map could be designed to look like an al- 
ternate timeline or planet. 


The other special effect you may wish to experiment with is the space/sky map. 
This will appeal especially to those who wish to create a star base, spaceship, or 
cloud city map where the terrain is truly removed from view. Build your base or 
ship at a map editor height of 150 to 200, and lower the terrain down to 0. Right 


under your base/ship, place a solid floor of connected large occlusion walls (ro- 
tated to make a floor) that cover the entire map. Jump into the map and make 
sure you can’t see any terrain from any point of view on the base or ship. Set the 
time to 10:00 PM and jump into the map. Not only is the terrain gone, but the sun 
is visible at night at certain times. 


The above special effects prove that playing with occlusion blocks can be fun. That 
said, the primary purpose of occlusion blocks is to ensure that a map’s perfor- 
mance is optimized as much as possible. Remember, a map isn't really complete 
until you've added some occlusion blocks... 


Contributed by: David Villegas (aka JET BLACK BEBOP) 


Lighting 


The following light assets are only available in the PC version of 
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the 


map editor. They can be used to add point lights to nighttime maps 


that cast light over a limited range. 

[] Barge Light [] Ceiling Light 

[-] Camp Fire [|] Hanging Fluorescent Light 
C) Camping Lamp [| Hanging Light 
[-] Hanging Camping Lamp 
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-] Lantern 01 
} Lantern 02 
(] Lantern 03 
[} Light Post 01 
[_] Light Post 02 


SUMMARY 


This chapter opened with an introduction to the professional fields of 
urban planning, landscape design, architecture, and interior design, 
before moving on to explore seven land use designations and the impli- 
cations of each to the design of urban maps. The balance of the chapter 
then provided an extensive list of all of the infrastructure assets that can 
be added to a Far Cry 2 map. The assets range from small detail objects 
(such as the simple barrel) to enterable multi-story buildings. By famil- 
iarizing yourself with the hundreds of objects that can be added to a 
map, you can create a wide variety of urban environments, ranging 
from a small outpost that punctuates an otherwise rural map to a full- 


(_}] Tripod Spot Light 


(-) Wall Light 01 
|_| Wall Light 02 


(| Wall Red Light 


fledged city center that hosts an intense urban battle. 


SPECIAL 
OPERATIONS 


between multiplayer map making and the disci- 

plines of physical geography (Chapter 3), military 
geography (Chapter 4), and urban planning (Chapter 5). 
You have been encouraged to incorporate a diversity 
of settings, both rural and urban, into the maps you de- 
sign, while also taking into account—and more impor- 
tantly, honoring—the gameplay experiences of players 
(Chapter 2). 


In this final chapter, seven varieties of special operations 
are discussed. Each leverages the map editor in different 
ways, but all are well suited to multiplayer gameplay. 
The special operations include: close-combat operations, 
stealth operations, low-light operations, defensive oper- 
ations, naval operations, amphibious operations, and air 
operations. As you design your next multiplayer map for 
Far Cry 2, consider focusing on one (or a combination) 
of these special operations as a way of setting up your 
map for a particular style of gameplay. 


T: previous chapters explored the relationship 
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In this chapter: 
> Close-Combat Operations 
> Stealth Operations 
> Low-Light Operations 
> Defensive Operations 
> Naval Operations 
> Amphibious Operations 
> Air Operations 


> Summary 


CLOSE-COMBAT OPERATIONS 


Imagine for a moment that you are competing on an Uprising map in 
which each team’s base and spawn points are located on opposite sides 
of the map. All three control points are positioned deep within the in- 
terior of the map, inside a large industrial complex of tightly spaced 
multi-story buildings and other infrastructure assets. Making your way 
inside the industrial complex is a relatively simple task, for the oppos- 
ing team’s base and spawn points are located on the far side of the map 
where they have their own entrance to the complex. However, once in- 
side the complex, the battle quickly intensifies as both sides fight for 
control of the three control points. In teams of two, players battle from 
building to building and room to room, quickly (or perhaps slowly and 
cautiously) making their way up to the top floors of three separate 
buildings in order to secure the three control points. Danger awaits you 
around every corner. Alertness and quickness of reflexes are what’s 
called for as you travel in pairs, relying on your teammate to have your 
back (and vice versa) as both of you move forward to your assigned 
objective. 
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Most players are armed either with an assault rifle or a shotgun. You 
know full well that even a single blast from a shotgun at close range will 
be enough to take you out, so each room must be entered (and each 
corner turned) with great care (i.e., checking all corners) and probably 
a small degree of trepidation, no matter how well you are prepared for 
what awaits inside. And what awaits you could be a booby-trapped 
room, an enemy lying in wait, an enemy about to rush you, or an 
empty room that can be safely crossed without danger. 


The above scenario emerges in sharp contrast to the typical military 
battle fought from a distance, either medium or long-range. Indeed, in- 
creasingly in the 21st century, real-world military battles are being fought, 
at least in part, from great distances, using advanced technologies, such 
as satellites and cyber warfare computer software, to fight wars from 
outer space and from nondescript office buildings half way around the 
world, respectively. Despite this, recent wars throughout the world have 
demonstrated how important it still is to have “boots on the ground,” so 
to speak, making close-combat operations and “going door-to-door” a 
viable and still very necessary operational tactic, despite its risks. 


On large maps, the long distance between oneself and an objective can 
be an ally in itself when that long distance allows players to plan their 
next moves judiciously and with time on their side. However, such is 
very often not the case with close-combat operations in which the close 
proximity of opponents to one another forces players to rely on tempo- 
rary cover positions, split-second timing, and the ability to quickly aim 
and fire weapons almost instinctively. 


On Deathmatch and Team Deathmatch maps in which players are 
endeavoring to rank up quickly, a close-combat fight often turns into 
a fast-paced “run ’n’ gun” game of quick reflexes, as players run through 
buildings, rushing each other, their weapons ever at the ready to fire. 
Essentially, players are counting on their split-second ability to target 
and take out opponents before being taken out themselves. 
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Below are three scenarios for creating multiplayer maps that feature 
close-combat operations: 


> Indoor-Only Map: Design an interior-only map that permits no 
access to the outdoors. The Far Cry series is renowned for its out- 
door settings, but that doesn’t mean you can’t create a compelling 
indoor-only Deathmatch map, for example, that features intense 
room-to-room combat in tight, confined spaces. 


> Nested Map: Create a large expanse of a map that features nested 
spaces where close-combat operations are required. For example, 
on a wide-open Capture the Diamond desert map, locate the 
diamond stations for each team on the top floors of two multi- 
story buildings that must be entered, ascended, and secured. In 
making their way to a building, players will need to rely on 
medium to long-range combat skills, but once inside a building, 
players will need to switch to close-range fighting techniques. 


> City Center Map: Design a city center map that features a two- 
lane roadway intersection plus a number of one- or two-story 
buildings on each of the four corners. On a Capture the Diamond 
map, locate the team bases and spawn points for each team in 
buildings on opposite corners. Locate each team’s diamond sta- 
tion in buildings on opposite sides of the remaining corners. The 
fighting on this map will no doubt spill out onto the streets, since 
each team must cross the intersection at least twice to steal the 
enemy diamonds and move them to their own diamond station. 


Te 


9, Don't ignore the undersides of cities. Compelling combat scenarios 
can occur underneath an urban environment, in sewer systems, sub- 
way tunnels, and other subterraneous environments. 


— 
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FEATURE ARTICLE: JUDGING MAP MAKING CONTESTS 


Back in 2006, | helped organize the first-ever Ubisoft Far Cry Instincts map making 
contest. Since then, | have also helped judge a couple of map making contests at 
FCMaps.net. | have played a lot of good maps over the last few years. One question 
that almost always comes up during (and following) a contest is, “Why did you 
choose this map over that map?” While any judging process will be subjective, | 
can lay out a few things that | and other contest judges take into consideration. 
| have divided these tips into two categories: gameplay and visuals/aesthetics. 


The strength of the gameplay is probably the most important quality of a map. You 
may have designed the most visually stunning map ever created, but that hardly 
matters if the map doesn’t play well. Conversely, | have judged many maps that 
play extremely well, but are not as impressive visually. While a “good-looking” map 
might get the most attention early on, it's the map that plays better that has the 
longer lifespan. When it comes to gameplay, there are several points to consider: 


> Spawn placement: Nobody likes to be spawn camped. If you're preparing a 
map for Deathmatch play, try to spread out the spawn points around the map 
as much as possible. For the team-based multiplayer modes, don't place 
too many spawn points in the same area (lest the players all be ambushed 
by the enemy at once). Wherever possible, place spawn points near cover 
positions (and definitely not next to explosive objects). For objective-based 
matches (Capture the Diamond and Uprising matches), don't position too 
many spawn points in the immediate vicinity of an objective (i.e., near 
diamond stations and control points). 


Balance: You don't have to make a map symmetrical in order for it to be 
balanced. A well-balanced map merely implies that neither team has a 
distinct advantage over the other team. For example, if one team’s base is 
located at the top of a hill and the other team’s base is located lower down, 
the team at the top of the hill likely has a natural advantage over the team 
below. Compensate for this by arming the lower team with additional vehi- 
cles, for example, or by adding multiple pathways by which the lower team 
can reach the top of the hill. Position emplaced weaponry at key locations 
along the pathways so the lower team can defend the routes. Then, play 
test your map with others. If you notice that one team always tends to 
dominate, that’s a good indication that the map is unbalanced. 
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> Flow: A good map should have a natural flow to it. Use roads, pathways, 
buildings, and sculpted terrain, etc., to funnel the action into certain areas 
of the map. Players want action. They don’t want to be constantly roaming 
around the map, desperately searching for an enemy to frag. That said, you 
also want to encourage players to explore your maps. Gamers delight in 
finding “secret areas” on a map. Consider adding a hidden pathway that 
leads to a prime sniping spot. This will reward the discerning player who 
takes their time in getting to know a map. 


Playable zone: One of the biggest additions to the Far Cry 2 map editor is 
the inclusion of the playable zone. Not only does setting the playable zone 
on a map prevent players from wandering outside of the fighting area, it 
also keeps the action on a map confined to a specific space. Use the 
playable zone to tighten the main battle zone of a map. This will go a long 
way toward increasing the intensity of a match. 


In addition to good gameplay, you want your maps to look as attractive as you 
can possibly make them. There are several points to keep in mind when it comes 
to visuals and aesthetics: 


> Terrain: Spending extra time on the design of a map’s terrain can really 
make the difference between a decent map and a truly great map. In gen- 
eral, try to make the terrain as smooth as possible (as it might appear in the 
real world). Jagged areas in certain places are okay, but you don’t want to 
have any unnatural looking spikes or holes poking through. For inclines and 
natural ramps that you expect players to use, be sure to use the terrain 
smoothing tools to make the terrain as navigable as possible. Also, ensure 
that there aren’t any areas on the terrain where a person can fall through 
and/or get stuck. Use the Noise and Erosion tools to give your terrain a 
more natural feel. For water-based maps, smooth out the shoreline. 
Also, don't neglect the background terrain on a map, even if it’s off into 
the distance and outside the playable zone. That background terrain is still 
visible to players. Even on indoor maps, there are likely to be windows or 
wall cracks through which the outside world is visible. 
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Detail work: Although tedious to add and position just so, it is the extra 
attention to the small details on a map that separates the truly gifted map 
maker from everybody else (see Figure 6.1). As you design a map, regularly 
jump into the map to check out the position and placement of the smaller 
objects. And definitely make sure there are no objects floating in mid-air. 
For any vegetation nearby buildings, check to see that the grass and leaves 
aren't poking through the floor or walls. In particular, look out for “object 
flashies.” Flashies occur where two objects are overlapping each other 
(e.g., the walls of two buildings) and the game engine tries to render them 
both simultaneously. The result is a constant flickering. (Fix this by moving 
one object so it is no longer overlapping the other object.) 


en a ee 
—— 7 aie 


e bas 


FIGURE6.1 Notice the rocky transition texture at the foot of the entrance to the 
garage. It is the little details that count. 
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Framerate: Does your map lag a lot in certain areas? Does it have too many 
objects in one area? To reduce the lag on a map, use occlusion blocks and 
pay close attention to the map editor's performance indicators along the 
top of the screen. Also, keep in mind that adding too much vegetation can 
decrease performance. The smoother a map runs, the better the gameplay 
on it will be. 


The stereotypical jungle map is okay, but as a judge, | like to see map makers chal- 
lenge themselves to come up with original environments for their maps. There's 
nothing more satisfying than playing a map that causes players to exclaim to 
themselves “wow, look at that!” or “how did he do that?” In short, | always look 
forward to seeing something that I haven't seen before. 


Regardless of the design decisions you make for your maps, it is critically important 
that you play test them with others, in real-world conditions. Other players will find 
faults with your map that you would never have discovered on your own. When- 
ever someone provides you with constructive feedback about a map, don't take it 
personally—instead, treat it as an opportunity to improve your map. Of course, you 
may not agree with every suggestion you hear. Take each suggestion seriously, 
however. Having considered all of the feedback you've received, set aside those 
suggestions that you don’t agree with, while implementing those that you do. 


Contributed by: Tim Brown (aka Brimtown) 


STEALTH OPERATIONS 


The fast-paced gameplay that often goes hand-in-hand with close- 
combat operations could hardly be further removed from the avoidance 
and evasion tactics that go hand-in-hand with stealth operations. Imagine 
for a moment that you are competing on a Capture the Diamond map 
in which each team’s base and diamond station are located on opposite 
sides of a densely vegetated jungle environment. Although there are 
both main and secondary roads that you could travel (perhaps by jeep) 
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to quickly reach the enemy’s diamonds, you instead choose—working 
alone, no less—to slowly make your way through the thick jungle for- 
est, along a forged pathway, in order to evade the enemy at all costs and 
sneak up on your opponent’s diamond station without being spotted. 


Acting as a forward observer, you lie in wait (i.e., concealed and 
crouched) close by to the location where the enemy’s diamonds are lo- 
cated. You communicate to your team the position of any enemies you 
spot (e.g., “The diamonds are being protected by only one hostile right 
now. A second hostile is roving about twenty feet away.”) You know 
that another squad on your team has been assigned the task of pushing 
its way into enemy territory and stealing the diamonds through blunt 
force. Your job is to lay low and wait until the enemy’s diamonds have 
been successfully transported to your diamond station. After your team 
scores a point, the enemy diamonds will immediately respawn at the 
location you are surveilling, which is your cue to move in quickly, steal 
them, and make your way back to your side as quickly as possible, 
zigzagging through the jungle terrain to evade the enemy, your teammates 
providing protection as you move closer to your diamond station. 


Stealth operations are among the slowest paced types of gameplay. 
They are also pretty much the only type of operation where going it 
alone (acting as a lone wolf) makes sense, so long as the goal is to evade 
the enemy and use cover and concealment tactics to keep from being 
spotted. 


Create a heavily forested Team Deathmatch map that features two 
elevated ridgelines running along opposite sides of the map. Locate 
the spawn points for the two opposing sides on opposite sides of the 
map, at locations high along the two ridgelines. Provide no easy 
means of descending to the valley below, as a way of encouraging 
players to use long-range tactics to spot and snipe the enemy from 
afar using their sniper scopes. Gear the map toward one-on-one 
snipe fests between two opponents. & 
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LOW-LIGHT OPERATIONS 


u 


Although stealth operations can be conducted during the daytime, they 
often go hand-in-hand with low-light operations at nighttime, for if the 
goal is to avoid and evade, low-light conditions can be a real asset. 


Note 


Low-light operations, during the daytime inside buildings, where 
there are no artificial lights (e.g., all of the light bulbs have been shot 
out) and no windows to stream daylight through, are also possible in 
some games (e.g., Ubisoft’s Splinter Cell series). However, the high 
level of ambient lighting that is a fixture on Far Cry 2 daytime maps 
makes low-light daytime conditions difficult to achieve in Far Cry 2. 


Imagine for a moment that you are competing on an Uprising map in 
which the three control points are located some distance away from 
one another in an industrial complex. You are the captain of your team 
and you need to make your way to each control point, under the pro- 
tection of teammates, in order to capture them. It is nighttime and 
pitch black and the almost-zero visibility is made even worse by the 
rain pouring down all around you. You slowly inch forward, protected 
by two squads of soldiers ahead of you and on your flanks. You gaze 
ahead as far as you can, trying desperately to search out any sign of 
enemy movement in the distance. 


Similar to stealth operations, low-light conditions tend to promote 
slow-paced gameplay that is cautious and purposeful. Visual acuity 
(e.g., the ability for a player’s eyes to quickly adjust to the dark) is criti- 
cally important, so playing low-light maps in a darkened room (with 
little or no ambient lighting, glare, or reflections on the screen) provides 
a significant advantage. While map makers cannot force a gameplay 
style on players, low-light (and inclement weather) maps do tend to 
promote more stealth-oriented gameplay. 
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Tip 


Time still marches on when a map is hosted online. Consider setting 

7, the time of day for a round to just before dusk, as shown in Figure 
6.2. Depending on how long a round on that map lasts, it could well 
be pitch black outside by the time the round ends. 


FIGURE 6.2 By the time a round on this map is over, it could well be pitch black outside. 


Following are three scenarios for creating multiplayer maps that feature 
low-light operations: 


> Night Crossing: Create a nighttime water-based map that features 
a modestly sized lake in the middle of the map that must be 
crossed to reach the opposing team’s territory. Without the ben- 
efit of sight, players crossing the lake by boat will need to rely on 
their keen sense of hearing to determine whether an enemy boat 
is approaching them from the far side. 
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> Jungle Nights: Create a nighttime jungle map featuring a densely 
vegetated forest environment that must be traversed. If you are 
designing Far Cry 2 maps on a PC computer, add a few point 
lights to the map that illuminate a few key locations. (Lights are 
the only PC exclusive assets not included in the PlayStation 3 and 
Xbox 360 editions of the map editor.) 


> Day to Night: When hosting multiplayer matches, add some va- 
riety to the gameplay by purposefully adjusting the Time of Day 
setting to nighttime for maps that are, by default, designed to be 
played during the daytime. 


When hosting a multiplayer match, set up the Map Cycle and Time 
of Day settings between rounds to play the same map at dawn, mid- 
day, dusk, and night. Reflect on the experience of playing the same 
map at different times of the day. Which times of the day did you most 
and least prefer? Were there certain elements of the map’s design that 
nicely lent themselves to the map being played at night? How might 
you go about incorporating these elements into the nighttime maps you 
create? # ; 


FEATURE ARTICLE: DESIGNING FOR TACTICAL TEAM PLAY 


| draw on guerrilla tactics when designing tactical wargame maps. Guerrilla warfare 
is versatile and can be adapted to serve other operational purposes (e.g., urban 


warfare and close-quarter battles). Tactical warplay is all about intense gameplay 
and flawlessly coordinated teamwork where each team member has his or her 
own special combat role. The map editor, coupled with the Far Cry 2 soldier class 
system, provides just the right set of tools to create this experience. 
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The Core and Vision: At the core of guerrilla tactics are stealth and surprise. These 
are good examples of the tactics map makers should keep in mind. There is no 
need to create a map based solely on one objective: rushing the enemy. There's a 
place for that too, of course, but solely depending on this gameplay style hardly 
encourages players to strategize together. 


When creating a tactical map, stay true to the vision you have for your map and 
“direct” the map's design toward that vision. When first sitting down to design a 
map, you will have lots of ideas, but the focus can easily be lost. Attention to detail 
is important, of course, but even more important is the core gameplay. In general, 
it can be the simplest feature on a map that makes the map compelling to play. 
Map makers can polish their textures all they want, but it is the core gameplay that 
is going to make or break a map. Once that is firmly established, you can add all of 
the map’s extra features that make it special. 


Doing Research: While creating a compelling tactical map does not require you to 
know how war in the real world functions, researching military operations can cer- 
tainly assist in the creation process. Do some Web-based research about military 
science and military geography (start with Wikipedia.org) and read a related book 
or two. 


Making It Work: Even if a tactical map you are designing stands out visually, its 
gameplay can get really boring, really fast if you haven't paid attention to creating 
a compelling wargame experience. Take full advantage of the different weapons 
and soldier classes in Far Cry 2, as you design tactical maps that appeal to specific 
types of combat situations. 


Snipers, for example, shouldn't situate themselves in the same static location for a 
whole round—the “kill cam” that shows fragged players where the fatal shot came 
from will surely give snipers away. To help snipers move from cover to cover, cre- 
ate a series of safe relocation routes that they can follow. Along the routes, add 
some natural obstructions and “dents” in the terrain that can serve as cover and 
concealment positions. 


In the end, a tactical map—like any other map—can never force a player to play a 
map in a certain way. Those players who are determined to play as lone wolfs will 
continue to do so. But a well-honed tactical map can influence a player to play in 
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a certain way—to travel together and support each other, to communicate with 
other players...in short, to play as a team. If a map you are designing can encour- 
age even the most casual of players to change up his or her playing style, to try out 


some tactical team play—judge the map a success. 
Contributed by: Marko Muikku (aka MokoMrko) 


DEFENSIVE OPERATIONS 


Defensive operations are hardly “special operations” in the real world 
of war where securing and defending a captured position is absolutely 
essential in order to protect stationed personnel and assets. However, 
in the world of multiplayer gaming, defensive operations are very often 
(and unfortunately) given short shrift by players, largely due to the 
mistaken belief that defensive operations are unimportant (or not chal- 
lenging or entertaining enough because they take players out of the 
offensive action). 


Imagine for a moment that you are competing on an Uprising map. 
Your team’s captain has just captured a control point at which you and 
another player (i.e., the defense squad) are now stationed. Having 
moved on to capture the next control point, the captain has left you 
both at the captured control point with orders to secure and defend it 
from attack by the opposing team. Having leveled up your guerrilla- 
class soldier, you carefully choose the location at which to place the 
three improvised explosive devices (IEDs) you carry. You choose three 
positions along two highly traveled routes that you expect the enemy to 
arrive from. Then, you and your teammate take up a concealed defen- 
sive posture a few feet away from the control point from which to 
observe the approaching enemy and defend the control point. 
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Below are some of the basic strategies that real-world soldiers use to 
defend a captured position. Consider the gameplay implications of 
each of these points to the design of the three control point locations 
on an Uprising map: 

> The captured area is temporarily secured. 


> The boundaries of the area to be defended are determined. 


> The likely avenues of enemy approach, including from the side 
and rear flanks, are ascertained. 


> The ideal locations at which to position defensive assets 
(e.g., vehicle mounted weaponry) are determined. 


> The sector responsibilities for each defending unit are established. 


> The defending soldiers, emplaced weaponry, and other assets 
are moved into position. 


> Booby traps (e.g., IEDs) are rigged around the perimeter. 


> High-elevation points are used as observation posts to observe 
the enemy’s advance. 


> Additional covered and concealed positions (e.g., sniping posts) 
are established near the defended area. 


> The perimeter surrounding the defended area is patrolled. 


> Potential gaps and other vulnerabilities in the established 
perimeter security are reviewed. 


> A withdrawal plan is drawn up in case the defended area falls. 


> An open pathway is purposefully left open in order to channel 
the enemy to an ambush location. 


> An alert readiness is constantly maintained. 
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Tip . 

The ability to light the brush on fire (e.g., through the use of a flame- 
thrower, flare pistol, grenade, Molotov cocktail, or rocket launcher, 
or by targeting a nearby explosive object) is one of Far Cry 2's most 
unique gameplay mechanics. Think about the placement of long 
grass and other types of vegetation on a map in terms of how the 
gameplay will be affected should the vegetation be lit on fire. For 
example, consider completely surrounding a control point with long 
grass on an Uprising map. Lighting the long grass on fire could serve 
as an effective perimeter defense measure should the captured 
control point come under attack. 


NAVAL OPERATIONS 


One of the Far Cry series’ most compelling gameplay elements (includ- 
ing both Far Cry 2 and the original Far Cry) is its well-integrated 
support for water-based gameplay. [n addition to wading through 
water, players can swim across water bodies (e.g., lakes), boat along water 
courses (e.g., rivers), and engage in water-based combat with other 
boats and enemies positioned along shorelines. (Players can also jump 
from great heights into a lake or river below.) As shown in Figure 6.3, 
players can also get behind the mounted weaponry on a swamp boat. 


Imagine for a moment that you are competing on a Team Deathmatch 
map in which the vast majority of the map is comprised of water. Each 
team’s base and spawn points are located on small islands (islets) on 
opposite sides of the map, but, except for these two landmasses (and 
perhaps a few additional islets sporadically positioned in between), the 
entire battlespace is water-based. Each team base has a dock (quay) 
with a selection of three swamp and fishing boats moored in the water. 
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FIGURE 6.3 Naval operations have the added gameplay challenge 
of having to safely cross rivers and lakes. 


Upon spawning, you and a teammate jump into one of the boats. 
While your teammate powers and steers the boat, you man the turret, 
targeting and shooting enemy boats as you approach and pass by them 
at full speed. Turning around, your boat passes close by an enemy boat 
a second time. This time you try to target the enemy driver and gunner 
directly. Your aim is to inflict as little damage as possible to the boat 
itself, in an effort to commandeer the vehicle for your side once both 
the enemy driver and gunner have been fragged. 


From a pure gameplay perspective, naval operations offer players a 
welcome change of pace from the typical land-locked map that features 
only cursory water-based gameplay or none at all. Naval operations 
also rely on a whole suite of non-land-based military strategies, since, 
for example, cover and concealment tactics are virtually impossible to 
employ on the water. The ability to steer a boat, to strategically angle it 
toward or away from an enemy boat as you pass it by, becomes all 
important. Competing on naval operation maps forces players to think 
about the military strategies they employ in Far Cry 2 in a whole new way. 
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Here are three scenarios for creating multiplayer maps that feature 


naval operations: 


> Dockland Map: Create a dockland map set at and around two mil- 
itary ports or docks that are separated by a lake. Locate the team 
bases, spawn points, and boats for the two teams at their respective 
docks, facing each other across the lake. As shown in Figure 6.4, 
dockland maps nicely combine the elements of both naval opera- 
tions and close-combat operations, as they typically feature many 
built infrastructure elements (including multi-story buildings, such 
as warehouses), in addition to a water body that must be crossed. 


FIGURE 6.4 Since they typically feature many built infrastructure assets, dockland 
maps nicely combine the elements of both naval operations and close-combat 
operations. 
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> Race to the Objective: Create a Capture the Diamond map that 
features a watercourse straightaway that runs through the center 
line of the map. Position the team bases for both teams at one end 
of the watercourse and the diamond stations for the two teams at 
the opposite end. For both teams, it is a rush by boat to the far end 
of the watercourse to capture the enemy’s diamonds. The first 
team to make it to the embankment at the far end of the water- 
course only needs to move the enemy diamonds a few feet (to their 
own diamond station) in order to score a point. 


> Water Races: Create a water-based race circuit designed less for 
combat and more for races in fishing or swamp boats. Design a 
watercourse that meanders around, branches off at a few points 
(e.g., around small islands), and ends up back at the starting 
position. Position the bases for each team next to one another at the 
starting position, along with six boats moored to two docks (quays). 


rip 


To let players know that a race map is designed for racing, use the 
9 word “race” in the title of the map. 


— _ 


AMPHIBIOUS OPERATIONS 


As compelling as water-based gameplay can be, it is amphibious opera- 
tions, comprising a mix of water-based and land-based combat, that 
leverage Far Cry 2 map making to the max. 


Imagine for a moment that you are competing on a Team Deathmatch 
map in which one team’s base is located on an island and the other 
team’s base is located far inland on the mainland. As a member of the 
island team, you and a teammate hop into a boat and rush to the main- 
land shoreline as quickly as you can. As you approach the shoreline, a 
few players on the opposing team are emerging from the forested inland 
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area and taking up protected positions along the beach. Recognizing 
that they have the clear advantage, ydu steer the boat away from their 
positions and toward an unpopulated area of the beach, further along 
the shoreline. You and your teammate disembark, destroy the boat 
(to ensure that it does not fall into enemy hands), and make your way 
further inland to engage the enemy on foot. 


Since amphibious operations entail a combination of both land- and 
water-based gameplay (see Figure 6.5), the relationship between the 
water and land on an amphibious map is paramount. For example, in 
the Team Deathmatch scenario above, it is to each side’s advantage that 
they try to engage the enemy on the beach running along the mainland. 
The island team needs to reach the beach in order to engage the oppos- 
ing team on land. The mainland team needs to position themselves 


FIGURE 6.5 On this map, the strip of land off into the distance is home to the 
opposing team’s base. 
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along the beach in order to “pick off’ opponents before they reach the 
mainland. Eventually, the mainland team may also endeavor to go on 
the offensive and cross over to the enemy’s island team base (once they 
secure a boat), Either way, the focus of the battle is very likely to be the 
shoreline running along the mainland, where the water meets the land, 
which promotes amphibious gameplay. 
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You can quickly turn an urban city map into a water-based map by 

9 raising the water level of the map to create a flooded (or partially 
flooded) city that can only be easily traversed by boat. Consider cre- 
ating two versions of a favorite urban map: dry and flooded. Upload 
both and see which gets the most play. 


AIR OPERATIONS 


Air operations can admittedly be somewhat limited in Far Cry 2 due 
to the game’s lack of modern airborne vehicles, most notably planes 
and helicopters. That said, Far Cry 2 does boast one of the most unique 
airborne vehicles to be found in video games—the paraglider—which 
on its own can make for some compelling gameplay. (It is surely no 
coincidence that the locations at which paragliders spawn are among 
the most contested positions on multiplayer maps.) 


Imagine that you are competing on a Capture the Diamond map in 
which each team’s base and spawn points are located on opposite sides 
of a large valley, atop steeply sloping mountains. Although it is possible 
to traverse each mountain team base by foot or vehicle (along a partially 
paved road that slowly winds its way up the mountain), by far the quick- 
est (if surely not the safest) route from your team base to the enemy's 
diamonds is by air, as vulnerable to attack as that route may be. 
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Upon spawning, you rush to the paraglider, which is perched high atop 
the most elevated point at your team’s base. You mount up and slowly 
glide the paraglider high over the valley to the enemy mountain base on 
the opposite side of the map. You gently nudge the paraglider to the left 
and right to steer it to a position not too far away from the enemy's 
diamond station, avoiding enemy fire as best you can. 


Meanwhile, a sniper team on your side has been targeting, from the 
protection of your mountain team base, any opponent who might try 
to mount up on their team’s paraglider. Having grabbed the enemy’s 
diamonds, you quickly make your way to the enemy paraglider for the 
slow and treacherous journey home. 


SUMMARY 


This chapter explored seven types of special operations: close-combat 
operations, stealth operations, low-light operations, defensive opera- 
tions, naval operations, amphibious operations, and air operations. 
Each leverages the map editor in different ways, but all are well suited 
to multiplayer gameplay. As you design your next multiplayer map for 
Far Cry 2, consider focusing on one (or a combination) of these special 
operations as a way of promoting a particular style of gameplay. 


AFTERWORD: 
FROM MAP MAKER 
TO GAME DEVELOPER 


editor as a tool that bridges the distance between 

playing and designing video games. Without even 
leaving the comfort of their couches, PlayStation 3 and 
Xbox 360 gamers can design multiplayer maps for Far Cry 2 
that boast the very same assets and features as the multi- 
player maps professionally designed by Ubisoft. 


T= back cover of this book pitches the Far Cry 2 map 


Many Far Cry players view the map editor as an extension 
of the game itself. Some derive pleasure from creating new 
and innovative landscapes, cityscapes, and platform maps 
that push the boundaries of what is possible with the map 
editor. Still others see designing and uploading maps as 
important contributions they are making to the Far Cry 
community, and a way of extending the life of the game. 


There can be no doubt that some map makers also view 
Far Cry 2 map making as an early foray into professional 
game development—a bridge between playing and design- 
ing video games, as noted above. For those map makers 
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whose goal is to become professional game developers, there are several 
pathways you can follow to take your niultiplayer map making efforts to 
the next level. 


1. Reflect critically on the video games you play. 


The first step in becoming a full-fledged game developer is to become 
a critically reflective gamer. Think about the games you enjoy (and 
despise) playing and reflect on the reasons why these games resonate 
with you so much. For those video games you enjoy playing, but which 
you think could be even better, reflect on the improvements you would 
make to the games, to make them even better, were you given the 
chance to develop a sequel to the game, for example. What would you 
change? The scenario or backstory? The characters? The quality of the 
graphics or sound? The level design? The gameplay mechanics? 
The control scheme? The in-game cut scenes or dialog? Regularly read 
the magazine and online reviews for the video games you play (e.g., 
at GameRankings.com) in order to square your opinions with the 
opinions of professional game reviewers. 


2. View behind-the-scenes “making of” game development videos. 
\ 


One of the key advertising strategies game publishers increasingly use 
to market their games prior to release is behind-the-scenes videos that 
feature interviews with the game developers, footage of the in-progress 
game, and, sometimes, a tour of the studio responsible for developing 
the game. 


Behind-the-scenes videos are regularly posted at popular video game 
websites (e.g., GameTrailers.com). For the games you are looking for- 
ward to playing, view these videos to learn more about the game devel- 
opment process and all the hard work that goes into designing a video 
game. Focus particularly on any challenges the game developers cite in 
making the game, as well as their greatest sources of satisfaction. From 
watching behind-the-scenes tours of game development studios, try to 
glean a sense of what life as a game developer must be like. Does each 
member of the game development team have a specific area of expertise 
and responsibility? Is creative out-of-the-box thinking encouraged? 
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Is the ability to work in teams considered to be an important job skill? 
(The answer to each of these questions is typically yes.) 


3. Browse the game design articles at a professional game development website. 


Although consumer websites such as |1Up.com, IGN.com, and 
GameSpot.com regularly feature content of interest to game developers 
(most importantly, game reviews), professional game developers also 
visit less well-known game development websites for industry-related 
news and advice. Websites such as Gamasutra.com and GameDev.net 
publish industry news and opinion articles of direct interest to profes- 
sional game developers as well as more in-depth feature and technical 
articles related to specific aspects of video game design and program- 
ming (e.g., first-person shooter (FPS) level design). 


Although the industry news articles at Gamasutra are well worth read- 
ing for their own sake (one look at Gamasutra’s home page and it is 
clear that the game development and publishing industry is very dy- 
namic), it is the developer-contributed feature articles at Gamasutra 
that are particularly recommended for aspiring game developers, even 
if these articles are intended primarily for a professional game develop- 
ment audience, 


4. Investigate a number of video game-related jobs. 


You may not need this service quite yet, but one of Gamasutra’s most 
popular features is its career board where currently available jobs in the 
video games industry are advertised. Browsing the jobs board at Gama- 
sutra or another industry website can provide you with a good sense of 
the qualifications, levels of education, and job-related experience 
needed for specific game development jobs. 


To gain a broader sense of all the different types of expertise that go 
into the development of a video game, browse the credits for a favorite 
video game. Then pick one or two of the job titles you would like to 
know more about. Do a search for information about these jobs at 
Wikipedia.org. & 
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INTERVIEW: JESSY GOSSELIN-GRANT 


About the Interviewee: Jessy Gosselin-Grant is a Programmer at Ubisoft Montreal. 
He is the person primarily responsible for the design and programming of the map 
editor that ships with the PC, PlayStation 3, and Xbox 360 editions of Far Cry 2. 


1. Please tell us a little bit about your work background, how you got your start in 
the game development industry, and your current role at Ubisoft Montreal. 


When | was at school, I spent a lot of time playing games on the PC. But | spent 
even more time examining their inner workings, for sheer curiosity, making tools 
that allowed for user customization. After working on a lot of personal pro- 
gramming projects related to learning more about the challenges of different 
programming fields, | realized | really wanted to work in the gaming industry. 


Eventually, this resulted in an internship at Ubisoft Montreal, where | worked 
on Battles of Prince of Persia on the Nintendo DS. It was a great experience and 
my first contact with professionals who taught me a lot about the development 
process. Right after finishing university, | returned to Ubisoft as a full-time pro- 
grammer on Far Cry 2, where | worked on many tools, such as our internal 
production map editor, an advanced graph editor for managing Al/gameplay 
and mission scripting, and, of course, the map editor that ships with the game. 
| am now working on an unannounced project. 


2. My understanding is that Ubisoft solicited feedback from expert users of the 
original Far Cry: Instincts Predator map editor as part of the planning process 
for the Far Cry 2 map editor. Were you involved in these discussions, and, if so, 
how helpful were they to the design of the map editor that ships with Far Cry 2? 


| was not directly involved in these discussions, but | did see the results of 
them. As well, | read some forum threads related to the subject. For the most 
part, the community wanted more powerful tools, better controls, bigger maps, 
more objects (without being restricted to a single set), and more textures. This 
confirmed that we were going in the right direction with our design, and we did 
everything we could to respond to the community's wishes. 
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Other suggestions were related to advanced features, such as digging tunnels 
and cascading rivers. These were certainly interesting ideas, but since they were 
not part of the single-player game or our engine's functionality, they could not 
be implemented. Some other requests, related to Al and single-player missions, 
were also widely desired, but these could not be addressed within the time- 
frame we had to complete the game. 


3. A few other console games are now shipping with map editors, although 
Far Cry 2 clearly still has the most advanced toolset in terms of FPSs. How diffi- 
cult is it to create a full-featured map editor that runs on gaming consoles? 
What were some of the challenges you faced? 


It’s certainly a challenging task, since consoles are not naturally suited for tech- 
nical work, such as map editing. The first big issue was the controller, as it’s 
hard to be as precise with a gamepad as you can be with a mouse (and as 
quick as you can be with keyboard shortcuts). As such, a lot of time was spent 
experimenting with different map editor interfaces and control mappings to 
compensate for the gamepad’s shortcomings. We restarted several times from 
scratch. In fact, it was often harder to find a suitable user interface than to im- 
plement the core map editing features themselves. 


The second big issue was the necessity of constraining the map editing power 
we could give console gamers, without limiting them too much. Consoles are 
much more limited in their hardware specs than are gaming PCs. Consoles 
are also much less tolerant of crashes, slowdowns, and such. With our engine 
pushing the console hardware to its limits, we had to guard against extreme 
cases where an over-adventurous map maker might overtax the console, by, for 
example, adding too many objects (e.g., putting 1,000 explosives or vehicles in 
the same spot). We also wanted to make sure that map makers could easily 
validate their maps for online play. 


During development it seemed like there would be an infinite number of ways 
for map makers to cause problems, but in the end, | think we were able to 
catch most of them, even though we initially underestimated how exhausting 
the process of balancing power and validation would be. 
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4. Which feature of the Far Cry 2 map editor is your favorite? If you could add one 
more feature to the map editor, what would it be? 


My favorite feature would have to be the Wilderness Generator. Starting from a 
blank canvas can be intimidating for anyone, so the idea was to inspire the 
map maker, by cycling through randomized presets until one struck his or her 
fancy. This feature, however, was low priority, because it was more important 
to get the core features working first, but it kept nagging me in the background. 
Sometimes | would take a few minutes to experiment with the Wilderness Gen- 
erator, but there were also times that | considered forgetting about it altogether 
due to a lack of time and the need to meet deadlines. 


Then came one Saturday, on which | had nothing better to do. | went in to work 
and coded a few generators, along with a couple of other features. That's how 
much | was committed to this project! | wanted to cram in as much as possible 
before the end. It was really hard to let go. 


A very close second favorite feature would be the collection system. Painting 
forests and savannahs in real time is immensely satisfying to do. 


If | could add one more feature, it would relate to object manipulation, a function 
that has been one of the hardest to implement (and I'm still not 100% satisfied 
with it). | would want to improve the ability to group objects together, in order 
to make it easier to manipulate setups, and import/export object groups as pre- 
fabs (for example, a house with all of its furniture properly positioned inside). 


. The PlayStation 3 and Xbox 360 versions of the map editor are virtually identi- 
cal, while the PC version corresponds to what a typical Windows application 
looks like. Did you originally program the map editor on the PC and then port 
it over to the consoles or were the console editions of the map editor devel- 
oped separately from the PC version? 


The console versions were addressed first, as they were deemed the most diffi- 
cult to design. We first thought of making a single interface for all of the platforms, 
mapping the PC controls to those on a console, but then we concluded that it 
would not be very natural for PC users (and maybe even a little bit unfair not to 
take advantage of the PC's strengths), so we revised our strategy. 
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The console and PC map editing tools were thus built from scratch with a dis- 
tinct separation of the functionality core from its interface. This design made it 
possible to program the features once and then make a dedicated interface for 
each platform. So the specialized Windows interface simply transmits its re- 
quests to the platform-independent map editor engine, which then does the 
actual work. It’s also the reason why almost all of the features are equivalent 
across both the consoles and PC. 


. Although you bore primary responsibility for the design and programming of 
the map editor, you undoubtedly also worked closely with other members 
of the Far Cry 2 development team—particularly the level designers and asset 
artists. Can you describe the involvement of other members of the Far Cry 2 
team in the development of the map editor? 


Of course, many people were involved. There was another programmer who 
helped for a few months with the interface and console issues. There were also 
a couple of level designers who hand-picked and filled the object database 
from assets used in the multiplayer part of the game, in addition to their regu- 
lar tasks. And there was a tester who was very dedicated to testing the map ed- 
itor. He suggested improvements and feature additions. He even offered some 
of his own time to help with the object database. 


There was also a surprising level of interest and dedication from members of 
the Far Cry 2 development team, some of whom created impressive maps and 
gave me valuable feedback. It was truly inspiring to see the interest other mem- 
bers of the team had in improving the map editor. Matthieu Chane, who con- 
tributed most of the promotional content for the map editor, also provided 
support and feedback. It would have been very difficult to ship the map editor 
without all that support. 


. The Far Cry 2 map editor has been praised as being very user friendly. It must have 
gone through a lot of user testing. Can you describe this process and its importance? 


Play testing is indeed key to a user-friendly interface. As a developer, you very 
quickly become used to your own interface and give it no second thoughts, until you 
pass the controller to someone else and find out that he or she is having trouble. 
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The feedback that comes through play testing is quite a humbling experience, 
but one that is absolutely necessary, as this insight provides you with clues that 
dramatically improve the map editor's usability. | remember filling pages of 
notes, just from watching someone else use the editor. Every hesitation or 
slowdown was a hint that something was not quite right. 


From time to time, we invited one person from our team to test out the map 
editor, to evaluate the new features we had added. We also dedicated one 
whole day for a few of the professional level designers to design a map over 
only a few hours. We then played the maps that they had created together. The 
results of this exercise were really encouraging. Some of the level designers 
were so comfortable with the map editor that they wanted some of its features 
ported back to our production editor! 


. Were all of the Ubisoft-designed multiplayer maps that ship with Far Cry 2 


created using the map editor that ships with the game? 
No, all of the retail maps were designed with our internal production editor. 


. Over the years, there has been some discussion in the Far Cry community 


about adding single-player support to the map editor—for example, the ability 
to create user maps in which gamers can play against bots. How difficult would 
this feature be to add? Might we see this feature added to a future version of 
the map editor? 


There is no doubt that this would be an invaluable addition to the map editor, 
and I'm excited to think of the possibilities it would bring. But it would also re- 
quire a lot of work, not only to make it possible, but also to make it as quick and 
simple as the rest of the map editor's features aim to be. World navigation is a 
complex function for Al and very time consuming to get right, both for program- 
mers and level designers. Given the creative way map makers push the boundaries 
of the editor, this would amplify the challenge to another degree of magnitude. 
And once the Al was implemented, there would also be a need to create sce- 
narios that took advantage of it, which would also be a challenging task. 


| can’t predict the future, however, so there is no way to tell how feasible it is 
for the future. We will just have to wait and see what happens next! 
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10. What school and career advice do you have for readers who may be 
interested in becoming game programmers? 


School is important, but in my opinion, as far as programming goes, it's still not 
as important as personal experience. This is especially true in the video game in- 
dustry, where not everything is taught in regular classes. My advice is to do a lot 
of research and teach yourself programming that way. The Web is a formidable 
source of knowledge in this regard, and it’s easy to find many tutorials and arti- 
cles to get you started, as well as communities to get involved in. Start a project, 
but don’t make the mistake of being too ambitious. It’s far better to complete a 
simple game than to risk abandoning a complex game in the middle of devel- 
opment. My suggestion would be to start by designing a 2D arcade game clone, 
similar to Arkanoid or Asteroids. 


Once you get increasingly comfortable, understanding what makes for a good 
code architecture is probably one of the most valuable areas of knowledge for a 
programmer to have, especially if you plan to eventually design a game engine of 
your own. A good way to improve your game development skills is through game 
modding. Choose an open-source game engine or a commercial game that ships 
with a Software Development Kit (SDK) and thoroughly read its documentation 
and code samples. Come up with a simple idea for a mod and try to implement 
it within the SDK framework, while paying close attention to how the engine 
works. The mod you create doesn’t have to be very impressive. It's all about get- 
ting experience. After a while you will start recognizing code patterns and com- 
mon problems that repeatedly surface, along with their solutions. This will go a 
long way to making you a better programmer, and, in this industry, such dedication 
and resourcefulness hardly goes unnoticed. | hope to see you around! 


List your top three wishes for features you would like to see in a map 
editor that ships with a follow-up game to Far Cry 2. (As of this writ- 
ing, no sequel has been announced.) Here are the author's three wishes 
for a follow-up game to Far Cry 2: 1) support for offline play with bots; 
2) squad-based support for multiplayer; 3) support for lying prone 
and peaking around cover. & 
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5. Set a series of video game-related educational goals for yourself. 


Should you see a job listed at Gamasutra that you feel would be ideal 
for you, set a series of educational and job-related goals for yourself that, 
once accomplished, will help you land your dream job. In particular, 
search the Web for diploma and degree-granting post-secondary insti- 
tutions that offer programs in the game-related field(s) you are inter- 
ested in. 


6. Demo a full-fledged game development engine. 


As noted in Chapter 2, the Far Cry 2 map editor purposefully shields 
map makers from some of the more complex functions supported by a 
full-fledged game development engine. Among other features, these 
include: asset importing and cataloging, character animation, single- 
player level design, game scripting and programming, audio design, 
and user interface design. A good first step in moving beyond map 
making to full-fledged game development is to demo a full-featured 
game engine that makes all (or most) of the above features accessible to 
game developers. (You can also experiment with the modding tools 
that ship with some commercial games.) 


Begin by browsing the comprehensive 3D game engine listings at the 
DevMaster.net website. In particular, look for a game engine that is 
affordable, free, or open source, and appropriate for your level of 
scripting or programming background. Then, browse the reviews for 
those game engines that interest you. Look for a game engine that has a 
solid feature set, is stable (has few reported bugs), is well supported by 
the developer, and has a growing community of users (e.g., as evidenced 
by an active user’s forum). 


Imagine that Ubisoft has just hired you as the newest member of the 
Far Cry 2 development team, with responsibility for creating official 
multiplayer maps for the game. Write a one-page pitch for a multi- 
player map you would like to design. Articulate the concept, scenario, 
and setting for the map, and list the reasons the map should be made. ¥& 
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7. Try your hand at designing a full game from scratch, 


The map making and multiplayer level design skills you have honed 
while using the Far Cry 2 map editor will be of great value to you in 
developing a full-fledged video game, particularly an FPS. As you learn 
more about the additional skills needed to develop a complete game 
from scratch (e.g., storyboarding, 3D model design, and gameplay 
scripting), also try to leverage the map making skills focused on 
throughout this book. 


As you design your game, pay close attention to the game design theory 
topics discussed in Chapter 2. These include: the gameplay experience 
you wish players to have, the genre of video game you wish to design, 
the elements of game design you wish to emphasize, and the steps 
involved in the game development process, Also, search the listings at 
CoursePTR.com (the publisher of this book), Amazon.com, and other 
online booksellers for additional books about game design. 


If the game you are developing includes outdoor or urban levels, con- 
sider incorporating some of the geographical landforms and urban 
design ideas noted in Chapters 3 and 5. For tactical wargames, take into 
account the military geography topics highlighted in Chapter 4, as well 
as the special operation gameplay scenarios discussed in Chapter 6. 


Above all, enjoy the game development process! Make sure it is a re- 
warding experience by setting reasonable goals for yourself and then 
pacing your efforts appropriately. 
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Storm Factor setting, 67 

Stormy setting, 9 

straits, 156 

strategic positions, 164 

straths, 156 

streams, 156 

Strength slider, 57 

structural assets, fort, 218f 

structural integrity, 232 

structures, 88-89, 226-230 

stumps, 156 

sub-machine guns (SMGs), 20 

summits, 156 

supply points, 181 

swamp boat, 207f 

swamps, 156 

swimming, 170 

symmetrical design, 101, 110-111 
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T 
tactical maps, 92-93 
tactical team play, 266 
tea tables, 156-157 
Team Deathmatch mode, 12-13 
team revive mechanic, 12 
team-based arena maps, 94 
teamwork, 89, 111 
terrain 
map making contests and, 260 
sculpting tools, 54-56 
strategic value of, 162-169 
texturing, 57-58 
Terrain Tools option, 52 
territory, 177 
Test Map function, 168 
Test Map mode, 51, 68, 120 
testing, 51, 117, 120-121 
texturing terrain, 57-58 
3D perspective, 50-51 
time, 90 
Time Limit setting, 9 
Time of Day setting, 9 
Toolbox radial menu dial 
Collection System option, 52 
Environment Settings option, 
53 
Objects option, 52 
overview, 51—52 
Paint Texture option, 52 
Playable Zones option, 53 
Road option, 53 
Snapshot option, 53 
Terrain Tools option, 52 
topographical glossary 
aits, 133 
anabranches, 133 
arches, 133 
archipelagos, 133 
arétes, 134 
arroyos, 134 
atolls, 134 
ayres, 134 


barrier islands, 134 
bars, 134 

basins, 134 
bayous, 135 

bays, 135 

beach ridges, 135 
beaches, 135 
blowouts, 136 
bluffs, 136 

bogs, 136 
branches, 136 
buttes, 136 

canals, 136 
canyons, 136—137 
capes, 137 

caves, 137 

cliffs, 137 

coastal plains, 137 
coastlines, 137 
confluences, 137 
coral reefs, 137 
coves, 137 

craters, 140 
crevasses, 140 
dams, 140 

dells, 140 

deltas, 140 
depressions, 140 
desert pavements, 141 
deserts, 140-141 
divides, 142 
drainage basins, 142 
drumlin fields, 142 
drumlins, 142 
dune fields, 142 
dunes, 142 
endorheic basins, 142 
ergs, 143 
escarpments, 143 
estuaries, 143 
exhumed river channels, 143 
fault lines, 143 
fields, 143 


fjords, 143 
flatlands, 143 
flood plains, 144 
forests, 144 
forks, 144 
glaciers, 144 
glens, 144 
gorges, 144 
grasslands, 144 
gulches, 144 
gulfs, 144-145 
gullies, 145 
headwaters, 145 
highlands, 145 
hills, 146 
hoodoos, 146 
ice flows, 146 
icebergs, 146 
inlets, 146 
inselbergs, 146 
islands, 146 
islets, 146 
isthmuses, 146 
jungles, 146, 148 
knolls, 148 
lagoons, 148 
lakes, 148 
levees, 148-149 
lowlands, 149 
marshes, 149 
meadows, 149 
meanders, 149 
mesas, 149 
moraines, 149 
mounds, 149 
mountain passes, 150 
mountain ranges, 150 
mountains, 149 
oases, 150 
oceanic ridges, 150 
oceans, 150 
oxbows, 150 
pastures, 150 


peaks, 150 
peninsulas, 150 
pit craters, 151] 
plains, 151 
plateaus, 151 
playas, 151 
ponds, 151 
potreros, 151 
prairies, 151 
rainforests, 151 
ranges, 15] 
ravines, 15] 
reefs, 151 

rias, 151 
ridgelines, 153 
river mouths, 153 
rivers, 153 
rock formations, 154 
rock shelters, 154 
saddles, 154 
sandbars, 154 
savannahs, 154 
screes, 154 
seamounts, 154 
seas, 154 
shoals, 154 
shorelines, 154 
slacks, 155 
sounds, 155 
sources, 155 
springs, 155 
stacks, 156 
steppes, 156 
straits, 156 
straths, 156 
streams, 156 
stumps, 156 
summits, 156 
swamps, 156 
tea tables, 156—157 
tributaries, 157 
tundras, 157 


vales, 158 
valleys, 158 
velds, 158 
volcanoes, 158 
waterfalls, 158 
watersheds, 158 
wet meadows, 158 
wetlands, 158 
tracks, 210-211 
trails, 185 
trains, 210-211 
transparent cover, 164, 219 
travel time, 174 
traveling convoys, 172 
trees, 248-249 
tributaries, 157 
tribute maps, 95 
trucks, 205f 
tundras, 157 
tweaking, 120-121 
2D perspective, 50-51 


U 
uncontrolled territory, 177 
Undo function, 50 
Unimog, 208 
unpredictability, 89, 108 
Uprising mode, 10, 16-19, 179 
urban buildings, 213f, 222-223 
urban maps 
converting into water-based 
maps, 274 
variety and, [11 
urban planning, 191-192 
urban wartare 
ammo and weapons, 20]—203 
buildings, 211-223 
lighting, 253-254 
MK-19 tripod, 203-204 
multiplayer, 198—200 
natural, 245-249 
occlusion blocks, 250-253 
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overview, 189-190 
planning zones for, 190-198 
signage, 200-201 
utilities, 223-245 
vehicles, 205-211 

user interface 
Command Options, 42 
cursor control, 41 
Object Count indicator, 43 
object selection/settings box, 

42 

PC version, 37f 
Performance indicator, 43-44 
Resources indicator, 42 
Xbox 360 version, 37f 

utilities 
bridges, 243-245 
containers, 236-237 
crates, 236-237 
detail objects, 237-240 
doors, 234 
fences, 223-226 
furniture, 234-236 
ladders, 231 
quays, 243 
stairs, 231 
structures, 226-230 
windows, 234 


Vv 
vales, 158 
Validation option, 48, 65 
validation rules 
Capture the Diamond, 15-16 
Deathmatch, I 1 
Team Deathmatch, 13 
Uprising, 18-19 
valleys, 158 
variety factor, 111 
vegetation 
adding, 59-60 
ambience and, 99 
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vehicles Wilderness Generator feature 
desert, 130 Desert Dunes, 38 
drivable, 205-208 Desert Oasis, 38-39 
Fortune Pack, 208 drafting and designing, 119 
jungle, 132 Jungle Mountains, 40 
land, 205f jungle Valley, 40-41 
non-drivable, 209-210 oases, 150 
positioning, 174 Savannah Plateau 01 and 02, 39 
tracks, 210-211 Savannah Waterside, 40 
trains, 210-211 Willmott, Mark, 47 
wrecks, 209-210 windows, 234 
velds, 158 Windy setting, 9 
Villegas, David, 253 woodland road textures, 62 
visceral experience, 73 woodland textures, 58 
visibility range, 167-168 wrecks, 209-210 
vital ground (key terrain), 177 
volcanoes, 158 x 
Xbox 360 
Ww navigating maps in, 49 
wargames. See game design user interface, 37f 
theory 
Water Level setting, 67 
water ponds, 67 
water races, 272 
water-based maps, 274 
waterfalls, 158 


watersheds, 158 
waterways, 186 
Watkins, Charles, 101, 167 
waypoints, 112 
weapons 
assault, 20-21 
close-quarter, 19-20 
explosive, 21-22 
long-range, 21 
by soldier class, 23-36 
weather, 9, 172-174 
Wedmer, Mike, 81, 122-128 
weight of objects, 233 
wet meadows, 158 
wetlands, 158 
wilderness areas, 194 
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Welcome to the official Far Cry® 2 map editing guide. Bridging 
the distance between playing and designing video games, 
From Gamer to Game Designer: The Official Far Cry® 2 Map 
Editing Guide provides you with in depth advice on creating 
your own multiplayer maps for Far Cry 2, an open-world, first- 
person shooter for the PC, PlayStation® 3, and Xbox 360”. Set 
in the wilds of Africa, the dunes, oases, savannahs, and jungles 
provide a unique and exciting setting for both players and 
map makers, First, you'll be introduced to the powerful yet 
user-friendly map editor as you get comfortable with the 
interface, menus, and toolbox. Then, you'll go beyond the 
basics as you explore how the disciplines of game design 
theory, military science, environmental geography, and urban 
planning can help take your map design efforts to the next 
level. You'll learn how to design indoor and outdoor environ- 
ments, work with weapons and vehicles, promote tactics and 
teamwork, and more. No programming skills are required, 
allowing you to create attractive and engaging maps right 
from the comfort of your game console that other Far Cry 2 
gamers will be eager to play! 
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